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AT LAST! CASSEITE BARGAINS FROM PAGE 6!

Enhance your collection with these brand new game cassettes
available now from PAGE 6 and NEW ATARI USER

New cassettes from only 95p each including postage!

PROTECTOR
Assigned to Fort Rucker, the US Army Helicopter Training School
based in the Nevada desert, your aim is to become the best chopper
pilot this side of the Iron curtain. A real Protector! Your mission
consists Of a strategic battle of wits between yourself and either
another pilot or a computer controlled FIPV (Remote Pilotless
Vehicle)

ROGUE
You are the ROGUE. Your mission is to search the Dungeons of
Doom tor the Amulet of Vendor. In the dungeons you will find many
things to aid the quest for the Amulet. You will a lso encounter
fearsome monsters and fiendish traps that will challenge a ll your
skills

UNIVERSAL HERO
GASP! Only seven seconds left to save the planet! How will you do
it Burl? Universal Hero has to save his skin and everybody e lse 's
by finding bits to repair a shuttle to gel to a planet to pick up the
spares to mend a space freighter which is Out Of control and about
to blow him and his chances of getting back to earth to atoms. A
nail biting, multklimensional,  hi-res Awesome Arcade Adventure!

HENRY'S HOUSE
Little Henry has shrunk. He must navigate his way through the royal
household to find the cure. Avoiding a ll the obstacles in his path.
from terrible toothbrushes, through pestiferous parrots and chefs
chasing chickens, to a final encounter with the vicious vampire!
Acknowledged by a ll reviewers as one of the best Atari games

BOMB FUSION
A terrorist gang has planted bombs throughout the Sellerscale
Nuclear Processing Plant and you, as ex super hero (ex alter the
'Boris Affa ir') have to go in and save the plant and possibly the
Northern Hemisphere from destruction

MILK RACE
Cycling 1.000 miles is no mean teat - and you could end up testing
pretty exhausted by the time you've finished playing this superb
race simulation designed especially in conjunction with the M ilk
Race

GUN LAW
Four months of bloody alien attacks have taken their toll -  a ll the
surviving inhabitants have lied and arson attacks have been made
on your weapon stores, they destroyed what you could not carry
away. You are left to fight alone against ruthless and bloodthirsty
killers with just a single  machine gun

REVENGE ll
The Mutated 90 tool M O,  laser spitting death camels have rebelled
against their captors the tzyaxians and are out for revenge! All
action, highly graphical shoot-em-up from Jeff Minter

DESPATCH RIDER
Join the growing band of street demons - those fearless herders
who terrify the population of the big cities to get the parcels
through. Plan your moves to make some money, but don't take too
long - time is always short) Gain an instant macho rating and be a
despatch rider with this a ll action simulation

INVASION
Mobilize your units and prepare tor battle. This a ll action space
conflict requires skill,  strategy and tactics. You must destroy the
weather control station in order to win Use battle but every move
you make the enemy will counter, and they're waiting for you to
make Just one fatal slip up

LOS ANGELES SWAT
Special Assignment. Rescue the hostages from the terrorist gangs
holding out in West L.A. Clean up the streets. Blow away the bad
guys and be a hero on network TN.! Fail and you won't be coming
back to watch it. All action joystick bending combat for (hose with
the skill to survive!

SPEED ZONE
Enter the Speedzone in a  frantic defence against marauding alien
forces. A survey ship sent into the area comes under attack. As an
enemy vessel draws closer your "STARFIRE
- c l a s s  a t t a c k  
c r a f t  i s
launched

FEUD
To win at Feud you must "out-spe ll
- y o u r  r i v a l  
W i z a r d  
L e a n o r i c .  
I n

Kieke's herb garden you will find the ingredients for your spells but
tread carefully as strange things can happen in this game of magic
and mystery

PANTHER
Save the last humans on Xenon before the alien hordes turn them
into Sunday roast! Take your ground attack ship through this 30
scrolling mega shoot-ern-up with great graphics and unbelievable
soundtrack

CHECK THESE REDUCING PRICES!
Any one cassette 0.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five E7.50

or select ANY TEN CASSETTES FOR JUST E9.50!
All prices are inclusive of postage

Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 213928
Send  to:  PA G E  6, P. O .  B O X  54, S TA F F O R D ,  ST16  1DR

Overseas please add 25% postage for Air Mail
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UK £25.00
Europe £32.00
Elsewhere (sea) £32.00
Elsewhere (Air) £42.00

INDIAN GOLD
Another fine game from

Bill Ha!salt can you solve it?

SUBSCRIPTIONS
Annual subscription rates (6 issues)

UK E l  2.00
Europe (Air  Mail) E l  5.00
Elsewhere (Surface) E l  5.00
Elsewhere (Ai r  Mail) £ 2 1 0 0

Deersees Fees relied Dnly lire ddlereoCe in  postal costs

NEW ATARI USER ON DISK
A disk containing all of the 8-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
tion. Single price £295 per disk. Subscrip-
tion rates (6 issues)

Please make cheques payable to PAGE 6
PUBLISHING and send t o  t he Editorial
address shown below

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit, articles, programs and reviews tor publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text fi les on disk. We seek to en-
courage your participation and do not have strict
rules for submissions. It something interests you,
write a program or article and submit it! Appropn-
ate payment will be made tor all published prog-
rams and articles, all payments being made at the
end of the second month shown on the cover 01
the I ssue  concerned.

All original adicles..programs and other material
in NEW ATARI USER is copyright ot the author
as credited. All uncredited material is  c opy r
i
ght
PAGE 6. Unless containing the by-line All Rig
h t sReserved' any  material in  NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained from PAGE 6  or
the author. Editors of  newsletters reproducing
material a re  requested t o  se n d  a  co p y o f  t h e
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever s t
e p
s  w e  c a n  
t o

ensure the accuracy o f  art icles and programs ano
the contents ot advertisements. PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

ATARI (TM) is  a  registered trademark of
ATARI CORP. All references should be so
noted. NEW ATARI USER is an independent
publication and has no connection with Afar
or with any other company or publisher.

The next issue of
NEW ATARI USER

will be on sale 26th March
Editorial copy date is 17th February
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T H E CREDITS
All of the usual stuff LA on page 3 but here are
the people who made this Issue possible.
Les Ellingitam struggled around Christmas time
to complete this issue while everyone else
seemed to have a couple of weeks off. It really is
hard to get hark into the swing of things after
the Chnstmas blow-out. ain't It?

Sandy is still doing her stuff
Paulette was invited out by one of our custom-
ers around Christmas and m i ld  be available
again lit he right oiler comes up. Mind you she's
a bit fussy so you will have to come up with
something like a week in Barbados or a Royal
Garden Party. Applications (with full itinerary) to
the usual address

The Regular Contributors, who provide the back-
bone of the magazine and cart generally be relied
upon to come up with good iArt ides and reviews.

John S Davison
John Sweeney
Damon Howar th
Dion Guy

John Davison Jr
Paul Rixon
Ian Finlayson
The Tipster

All other contributors for this issue are indi-
vidually credited alongside their articles or prog-
rams. Thanks to everybody for sharing their en-
thusiasm with other Alan users.

Last issue's rover was a photo of MeV_ simply
because It was the most colourful of the prog
rams in that issue. This time it should be a
screen shot of m u m (  GOLD by Bill lialsall.
everything goes according to plan that is
Lots and lots of nett CDs  this (tale but muny
re•LAsties. Greatest surprise was a steno Incredible
String Band CD of stuff reCOrtled for the BBC and
no previously releasect riot their best but still the
LSD and by the time this hits the shops their early
Electra albums should be ow. O h
.
lo y t  A n o t h e r
surprise was two more early albums, from Pierce
Turner showing how Lin tylie the man Is. wen
worth the listen. Still on the nostalgia trail how
about a couple .
f r o m  T i r  
N a  
N o g ?  
G r e
a t  
a
t  
t h
e  
t i
m e

and, surprisingly, s till good, I can remember all
the words after almost 15 gears! The rest will
have to beitis t listed otherwise there teefi t be
enough /DOM they thettl(k• 12. Ertya. Shirley Cot
tins classic No Roses. Van Morrison lire, Tom
Petnis into the Grew Wide Open tra hide late,
know), Mauro O'Connell, Robert Earl Keen Jr with
No Kinda Dancer, Rick 'Wilk...titan's King Arthur.
still stirring after all these years plus others by
Rick and Van. All these and mom ;MAC this issue
possible. Without the musk' there might not be the
inspiration to continue. Ask it t ilMinter how he's
stdr arowid!
The ner t issue of NEW ATARI USER could

feature YOUR article or program,
so SEND IT IN NOW!

P .V il; 6 shows fast what you ran do with your Atari. A
-
1 , :9

• TA R I USER has a fro's  hern created entirely with Atari
equipment. initially on the 11. bat more lately with is Illega
ST rind other s tuff who needs P C ,  or 01w%! With the
era-piton of the fi nal output on it Liitigrini SSW ihr SOF of an
ift-htili,C ripen m own, for  M r photen and listings eeerything
is done on the SE  Hardware include, a Itega  ST?. I ripgraded
in .1.11ht, 551125 Shrnifer,. Supra 30.1.1b Hard D id .  an Atari
Loser Printer. Ciiken E N D  printer, Philips rAI5833 monitor,
130XE. X FS S I disk drier. gin dirk drive. 850 interface, A TC
1102.1 printer. P nnelpal software used Is Prolem and Fleet
Street Publishet 3.11. tithe r  software includes krravii, Tan-
 Talk. Turbo Basic and MHOS'S rilVDSFIS written program on
she KIJNE . Artic le, and programs submitted on NI.00E
-  d i s k sare  si th l e ci e d  Co var i o as  ras t n m  wrI t t e n  p ro g ram s b e fo re
being transferred across to the S r  ria TARITAI.h. A ll = O r
editing is done with P roteri and pages are laid out o th  Fleet
Street Publisher 1  disk with the 'unshed pages as Postscript
fi l e s i s  se n t to  a ryp e i e l l i n g  b u re au  l a  b e  o u tp u t t i n  0  r i n o t ran
and, hey presto, finished pages are sent hash exactly in you
me them. I t  really does work! All M ai is left is to drop in the
listings and photos.

We l l , i t ' s  n o f  q u iJe  as  o ffs,  as  M a t  h a,  .1 0 a g e t th e  id e a,'
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Ecteteneett

POST OFFICE PS
Last issue's t irade about the postal service may have actually  had some effect. At

least we received a call f rom the Public  Relat ions department  of  the Royal Mail  asking
for a copy of  the art icle. This  was duly  sent but  we heard not hing more. I wonder what
happened. Did it  jus t  get fi led or did someone actually  do something? You would
t hink  that  I f  the PR department  was genuinely  interested they would have, at  least,
dropped us a line to the effect that  they were concerned and would be invest igat ing
how to improve the service, wouldn' t  you? One thing we do k now is that  properly
addressed mail  s t ill fails to arrive. We posted a valuable parcel of  secondhand books
to a cus tomer in mid December which,  to date, has failed to arrive.  Doubly  annoy ing
because the books were 'one offs' which will be almost  imposs ible to replace. Looks
like wil l be have to cont inue to live wit h the fact that  there are no guarantees as far as
the mail is concerned.

HOW MANY MORE?
I wonder how many  more Atari 8-bit  owners there are, s it ing quiet ly  at home wit h
their machines  wondering how on earth they fi nd any software or support? We have
certainly  had a great number  of enquiries in recent months  f rom folks who have never
heard of  the magaz ine and have no idea what  software is s t ill available or where to get
it f rom.  Most  of  these have been referred to us by Atari or by Silica Shop who are no
longer interested in servic ing the shrink ing 8-bit  market .  Whils t  these referrals  are
most welcome I can't  help wondering how different things  might  have been if  Atari.  in
part icular,  had been more helpful in the past in alert ing owners to our existence.
What  is obv ious  is that  there are s t ill many  more owners who don't  read New Atari
User. What  is not  obvious is how we reach those people. Now that  the week ly
computer mags have gone the avenues for advert is ing are l imit ed and wit h advert is ing
costs being quite horrendous ,  we have to be sure that  any advert is ing reaches the
right  people. Any Ideas? If  you are a new reader perhaps you would care to drop us a
line to say what  other computer related magazines you read. or what  general
magazines, or how you came to hear about  us in the fi rst place. It is  quite s ickening to
t hink  that  a large number of  Atari owners  may  just  fade away because they can't  fi nd
any support  when the support  is most  defi nitely  there if  only we could fi nd those
owners.

GOODBYE GERMANY?

HAPPY 1992

Now that  1992 is here, we are supposed to have closer links  with Europe and f reer
t rade but  our recent experience wit h the German software we advert ised last issue
has not  been encouraging.  Supply  of these items has beers errat ic and your response
has been quite poor so that  it  does not  seem wort h our while to struggle on t ry ing to
supply  new software at the cost of a lot of  work and lit t le reward.  Why  is it  that  new
software does not  sell yet old chestnuts  that  we feature in the Accessory Shop. such
as Pacman. Loderunner,  Star Raiders etc. cont inually  sell out? Most  probably  it  is
because the new German s tuf f  is on disk  while the more popular games that  sell Out
are on ROM cartridge.  I t  can't be the price, whic h is s imilar,  so is it t hat  there is st ill
this major shortage of  disk drives out  there? Maybe that  is  the real answer.  Maybe
those wit h the disk drives are the more serious users who prefer writ ing programs to
play ing games. Whatever the answer,  it  is sad that  good sof tware f rom Germany
whic h we have heard about  for many,  many  years, hav ing fi nally  become available
does not  seem to command the interest  it  should.  There is now v irtually  no new
software being writ ten in the UK or in the States so the mainland European countries
wil l  be the only  source of new software, prov iding that they cont inue to receive
support .  Support  which,  it  seems, that  we as a nat ion are not  really  interested in
giving.

A hit  belated I k now but  I am actually  typing this  on New Years Day.  so I take this
opport unit y  to wish all our readers a Happy  New Year and let's hope that we all
survive another year in the best shape possible.
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X L / X E  D I S K S XL/XE ROM CARTRIDGES
Abuse Despatch Rider Pirates Barbary Coasi Ace of Aces E a s t e r n  Front N e c r o m a n c e r
Action Biker Dropzone Proof Reader Adventure Creator F i g h t  Night O n e  on One
Alien Ambush Druid Ouasimodo Airball F i n a l  Legacy P a c  Man
Alt Reality Dungeon.'City Electraglide Racing Destruction Set Archon F l i g h t  Simulator II P o l e  Pos it ion
Atari Music I F-I5 Strike Eagle Silent Butler Asteroids F o o d  Fight O i l e dAtari Smash Hits 7 Gauntlet Sorceror ot Claymore Atari 400..800 Basic G a l a x i a n  R a l l y  Speedway
Auto Duel Deeper Dungeons Spy vs Spy Ballblazer G a t o  R e s c u e  on
Bandits Ghostbusters Star Wars Barnyard Blaster (LG) Ha r d b a l l  F r a c t u l a s
Basic Compiler Graphic Adventures Printer Delight Battlezone J o u s t  R i v e r  Raid
Beta Lyrae Hacker Super Boulderdash Beam Rider K a b o o m  R o b o t r o n
Blockaboo Infiltrator Visicalc Blue Max K a r a t e k a  S k y  Writer
BookKeeper Kennedy Approach Temple ol Apshal Chicken L i n k i n g  Logic  S t a r  Raiders II
Bop n Wrestle Lancelot Trivial Pursuit Chopper Litter L o d e  Runner S t a r  Trek
Chess Master 2000 Cromo CAD Video Title Pack Claim Jumper M a r i o  Bros  S u m m e r  Games
Cross Country Road Race Movie Maker Zaxxon Crime Buster (LG) M a s t e r  Type T e n n i s
Crumbles Crisis Newsroom Dark Chambers M a l h  Encounter T y p o  Attack

David's Midnight Magic Mis s ile Command U S  FootballBOOKS Desert Falcon M o o n  Patrol W i z a r d  of Wor
E.T. M s  Pacman Z o n e  Ranger

130XE HANDBOOK PROGRAMMING THE 600 800XL ATARI FIELD SERVICE
DOS 2.5 MANUALDISK
ELECTRONIC COMPUTER

400800 TECH REFERENCE NOTE
4008000 BASIC MANUAL

S MANUALS FOR 600XL
810 DRIVE 1020 & 1027 SPARES HARDWARE

PROJECTS DE RE ATARI PRINTERS 1010 RECORDER
800XL USER MANUAL HACKER HANDBOOK 850 INTERFACE 1029 RIBBON 130XE COMPUTER (recond.)

1020 PENS
1027 ROLLERS

1050 DISK DRIVE (rec ond)
XC12 RECORDERS TURB OTURBO FORMAT: HIGH SPEED TAPES

JOYSTICKS
1050 DRIVE BELTS
KEYBOARDS
822 PAPER ROLLS

1029 PRINTERS- NEW
XF551 DRIVES - NEW
850 INTERFACE N E W
1010.1C12 TURBO UPGRADE KIT

Paint Board
Turbo Basic
Ace of Aces
Cavernia

Gauntlet
Tomahawk
Ninja Commando
Fred

Stack Up
Mission Shark
Jocky Wils on
-
5 D a r t s
Speed Hawk

Draconus Las Vegas Casino Blinky's Scary School 1020 PAPER ROLLS MICROPRINT CENTRONICS
Beta Lyrae Mountain Bike Racer Hawk Guest INTERFACE

Derek Fern, MICRO DISCOUNT, 265 CHESTER ROAD, STREETLY WEST MIDLANDS B74 3EA, ENGLAND
S e n d  8 "  x  6 "  S A E  t o r  P r i c e  L is t .  T e l .  0 2 1 - 3 5 3 - 5 7 3 0  F A X  0 2 1 - 3 5 2 - 1 6 6 9

Li st a l so ava i l abl e  to m o d e m  us e r s  vi a The  Ci ty  B B S  0 2 1 - 3 2 1 - 1 6 1 0

ATARI LIE SOFTWARE BARGAINS
EXCEL DISK MAGAZINE BACK ISSUES

I -  includes AMNESIA, XAGON and SPACEBALL games, plus COLORFONT; the
ultimate multicolour character editor

2 -  includes High Tech Team WATCH DIZ demo, SMOSH, TRIAD and GALACTIC
CHASE games and software reviews

3 •  includes reviews, a great DEMO, ROTO, CAVELORD and MYRIAPEDE games,
plus THE S TUDIO sample player

- includes amazing AM IGA PICTURES. TILE  TROUBLE, ATARTRIS . SPARE TIRE
and ALIEN AMBUSH games plus reviews

5 •  includes reviews, EXCEL ART (9 colour drawing utility '. and two superb gamesATOMIT and SUBMISSION
6 -  includes reoews, an excellent DEMO, a CALCULATOR utility, WORLD CUP 86

and EMPIRE STRIKES BACK games and more
7 •  includes FRUIT PICKIN, NAVAL BATTLE and FRUIT SALAD games, plus

COMMODORE 64 SLIDESHOW and new games reviewed
8 -  All games issue includes M ONTT, JACK THE DIGGER, DASH, LIVE WIRE,

ZANE'S LABYRINTH, CHESS, FLOYD THE DRUID and more

A L L  b e c k  i s s u e s  E 3  e a c h  E l l  to r  A  i s s u e s  o r  £ 2 1  t o r  13 i s s ue s .
E X C E L  1 0  I s  o u t  N O W ,  n o .  I
I  I s  o u t  
o n  
M a r c h  
1 s t ,  
P r i c e
:  
E 4  
e a c
h

E X C E L  3  I s s u e  s u b s c r i p t i o n  E 12_ O v e r s e e s  p l e a s e  a d d  E t  p o s t e o e

IMPORTED GAMES (DISK ONLY)
FROM KE-SOFT ALL AT E6 EACH!!

• r. Enhanced Density Drive required
DRAG • SOGON , DHEDIS ZE BU LAND*
OBLITROID TE CHNO ,  ASHIDO

ZADOR ' n o s  a. r o e o r  BOMBER JACX•
KINGOLAND ,' CULTIVATION & CHROMATICS

' THE BIG DEMO
A r i 'a , n  G UI E l l  d e
,
1 1 0  t V  
l a b  
d i a l  
' , s i
c

H O B B Y I N I C
• Supenb Gernuin prapnes & music den
-
as
,

'HOBBYTROISC ' 9 0
,
M U S I C  
K A L E I D O
S C O P E  
-

Iwo lanlasec dernos no cue dux Out, SC qreie
D i  r s . 5

•VIOE0 BLITZ (130XE only)
• Spectacular 12t5 demo
,IN C  TOP PART 3 - Gunianding Polish demos!

DiGi Pix Class ic  caes and g o
,
g a c , s  g d s .  
E k o a l l e q r

3AIFIADLE.POKBY EXPO
qixiero diFenos trOiri Holland
,TEXtpRo Fantasoc word PrOZOSSIlt d&li with toes

,•DETERM M enu dnven cornrns package
,DAISY DOT 0
• S wa b Letter Cuolity pinning dockage

CASSETTE SOFTWARE
•ALLE3 EACH!

AMNESIA COLORP ONT I TILE TROUBLE
XAGON & SPACESALL TRIAD & XEVIOUS

T O P  Q U AL I T Y  D O U B L E  S I D E D  P D  D I S K A L L  E3  E AC H ! !
• Enha nce d Density BU Y  1 0  P D  D I S KS ,  P A Y  F O R  O N L Y  8 ! !

DRAPER PASCAL
romnercial larguita p u s  COC:5
,R•DRAW 1

1
3 0 X E  
o n l y
)  
A  
P I
X E
L  
A R
T I
S T

Tao superto art and design packages ICV rocel..9
and ,
5 .  
r u
l y  
d
o
c
u
m
e
n t
e
d
,

'LOADED BRAIN
Graamcaly superb gamin of contain:rate,.TACTREK S tar  Trek simulator, wraen In FCeth

,PARADOX
• Teri advernure with FiJIcoiour gwrics.
ALIENS & DANDY DUNGEONS Based on the h
, palies 'Aped Gauntlet sqlel
TU R K , SCRABBLE & WHEEL OF FORTUNE -
Carries for ItviVrers! Eighl 131 Term plu, 1.1 reulb-
play& wo1 games
,

ROBERT STUART, 21, STRONSAY WAY, BROOMLANDS,
IRVINE, STRATHCLYDE, KA1 1 1HZ, SCOTLAND

All chequespostal  orders to FL STUART
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DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £1 . 75  each in the  UK (Inc.  post & packing),
£ 2 . 4 0  for  Eur ope or  sur face m ai l  elsewhere and k 3 . 5 0

for  Air  Mai l  outside Eur ope.  Pr ices i ncl ude postage
ISSUE DISKS are for  any 48k  or  64h 8-bi t Atar i

Each disk is £2. 95.  Postage FRE E  in U.K.
Overseas add £1 per  order  (any num ber  of disks)

Send your  or der  to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928
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AMS MEMORIES
Just a few l ines to say what
a pleasure i t was to see you
and the PAGE 6 crew at the
AMS 5 show at the Bingley
Hall .  There was brisk trade
on the stand and many bar-
gains to be had.  We hope
that you made enough to
swell the Page 6 coffers to
buy each other  a well deser-
ved dr ink afterwards!
I t seemed to us that  every

other  person was carrying
somethi ng to do wi th an
Atar i ! Derek Fern on the
Micro Di scount stand next
to yours seemed to be doing
particular ly well, as my son
had to practical ly fi ght his
way to the fr ont to col lect
some advanced ordered
goods. He also bought a
652CE (expanded to 128k)
from another  stand for £30.
Dean Garraghty was demon-
strating an interesting
sound program and Gral in
were sel l ing an exci ting
amount  of hi ther to elusive
hardware (where's i t all
been hi di ng from us!). As re-
gards Gral in we heard some-
one on thei r  stand saying
that  they now owned the
r ights to 2-Bi t Systems
programs and would soon
be mar keti ng them.  Needles
to say our  money was all
exhausted by l unchti me
and we were unable to stay
ti l l  the end,  but i t was well
wor th the 200-odd mi le
r ound tr ip.  I t always baffles
me that Atar i  as a company
would want to miss out on
all this obvious enthusi asm
(not to menti on revenue)
for  thei r  own product.
In fini shi ng I would also

l ike to take this oppor tun-
i ty of thanki ng Sharward
Services for organising
another  good show. Hope to
see you all there next year.

Richard & Mat t hew Preston,
Wins low,  Bucks

AMS 2
I t was nice to see the 8-bi t
Atar i  so wel l  suppor ted
compared to what I 'm used
to at AMS 5. Ther e also
seemed to be more people
ar ound the Atar i  stands
than others.  There were
bargains galore to be found
al though you had to fight
your  way to the fr ont on
some of the stands.
Al though most of what was

on show was old there was
one new release from Dean
Garraghty.  Thanks to him
for the demonstr ati on of
Digi -Studio.  I t  allows you to
play music wi th real sounds
recorded using 2-Bi t Sys-
tems Replay cartr idge.
Al though I  have not had the
chance to use the program
myself,  the sound qual i ty
was superb and very realis-
tic. He  should be congratu-
lated for  his conti nued sup-
por t.  Hopeful l y his second
package for  Digi -Studio will
be avai lable soon.
All the people wi th 8-bi t

stands should be thanked.
Page 6.  Gral in I nter nati on-
al, Micro Discount,  Dean
Garraghty and Mi les Better
Software.  Anybody who is
interested in the survival  of
the 8-bi t should go to AMS
6 next year.

Robert  Bainbridge,
Stoke-on-Trent

Once again my fr iends and I
made the annual  pi lgr image
from the Nor th East to Staf-
ford for the All Micro Show
5. The suppor t for  the Atar i
8-bi t computer  seems to get
better  year by year. Pl enty
of hardware and software on
sale at affordable prices. An
oppor tuni ty to stock up on
my New Atar i  User Binders,
also pr i nter  r ibbons, blank
disks etc. Atar i  users
should book the date for the

next show in thei r  diaries
now - i t' 14 th November
1992.

Tommy  Wood.
Hart lepool

DARK STAR
Please fi nd enclosed the
latest issue of my fantasy
magaz ine Dark Star.
I thought  you mi ght be in-

terested to see what I  get
up to wi th my 13010E,
XF551.  Panasonic
KX21081,  Atar iwr i ter  Plus.
Daisy Dot I I  edi tor  and for-
matter ! Hope you enjoy
reading it,  i f you could men-
ti on i t in NAU that would be
great.  Please write and let
me know what you thi nk.

Rob Dyer,
Gravesend

Thanks  for the mag, Rob. As
usual I have not had t ime to
writ e back personally  but
have to sag that  the magaz ine
is most  impressive. I f  any
readers  are interested in Fan-
tasy arid Science Fict ion
videos, books etc. I  s t rongly
recommend that  you tad a
copy of  Dark Star, i f  you are
not part icularly  interested
then I StIggest that you get
hold gra copy anyway just to
see what  excellent results can
be achieved wit h a 130XE
plus a lit t le bit of  application
and dedicat ion. I t  certainly
puts  a lot of  user group news-
letters to shame! The cover
price of  the issue sent is
.E I .50 and back issues are
ment ioned ins ide at -C2 inclu-
sive of  post and packing so I
suggest that you send of f  .1.2
now for the latest issue of
dark  Star. just  to see what  it
is like. The oddress is DARK
STAR Magazine. 64. Art hur
Street. Gravesend. Kent.  Che-
ques should be made payable
to Dark  Star,

SOME TIPS
Did you know that i f you
connect pin 5 (live) and pi n
2 (0v) of the serial por t to
the microphone socket of  a
standard tape recorder  you



can CSAVE to a standard
cassette recorder? The
catch is that you cannot
CLOAD wi thout a decoder,
however  you can put the
tape i nto an Atar i  recorder
and CLOAD it.  The poi nt is
that i f your  Atar i  recorder is
dodgy on record (l ike mine)
you can get better  results.
I f you have a US Doubler

and DOS 2.0s you can use
DOUBLE DENSI TY disks
wi th 180k of storage. The
problem is that i f you have
onl y one drive you need a
DI D  disk to star t you off. I f
you have two drives then
you can make your  own
master  disk. Fr om Basic set
the Confi gur ati on Block to
D/ D  and go to DOS and for-
mat your  disk. Use the H
opti on to write the DOS
files and away you go.
I hope that these couple of

tips prove useful  to some
readers.
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CRYSTALS
I l iked the l i ttle program
called CRYSTALS in the last
Issue but unfor tunatel y i f
l ike me you have no pr inter
the program stops at l ine
230 wai ting for pr inter  re-
sponse.
By changi ng a few lines the

program continues to show
new patterns every 45
seconds.  I  have also added a
bi t of colour  to br ighten up
the display.  here are the
changed l ines

190 SETCOLOR 1,0,15:
SETCOLOR 2. RND(0)* 15, 2
200 SETCOLOR 4,
RND(0)* 15. 4
230 FOR D=1 TO
2000:NEXT D:RUN
9000 REM
9030 ? #6
9080  ? "PLEASE WAI T 45
SECONDS ..."

I hope your  readers l ike the
modi ficati on.  I t never  re-
peats the same patter n
twice.

W.H.  Morgan
Widnes

PRINTING
I have upgraded my system
to a 130XE,  1050  wi th ISS
Plate. a 1020 plotter  and a
Ci ti zen Swift 9 'colour '
pr inter .  I  find the set-up
very satisfying but a prob-
lem has cropped up which
you mi ght be able to clarify.
How do you get inverse
video to at least pr i nt Out i n
letter ing rather  than the
Graphics set? I t is a big
problem on l istings which
make a lot of use of this,
I am amassing loads of

knowledge about 8-bi t prog-
r ammi ng in a rather  hapha-
zard manner  and thor ough-
ly enjoying mysel f however
I t would be nice to even-
tual ly put my skills to good
use. How about an article
on practical  ways of harnes-
sing one's computer  to the
problem of becoming a mi l -
l ionai re?
Final ly i f anyone wi th a

1020 plotter  needs to really
fi nd out i ts capabil i ties,  I
would r ecommend that they
get hold of the Victograph
Plot Wi ndow (Derek Fern
has some). I t is amaz ing
what can be done wi th the
aid of the programs in this
package.

J ohn Perrin
Folkestone

The best way  to gel inverse
video to print  out is by us ing a
special printer driver. for the
purpose. We use an old corn-
mercicd program Prim Wiz
(long since disappeared) to
print  out our list ings and thLs
wil l  produce all inverse and
graphics characters on a vari-
ety of  printers. There are also
a number of  such programs in
the public  domain,  check our
PD library .  The problem is
that most of  these program
are for Epson compat ible prin-
ters and may  not work  on a
'colour' printer, although if
you can set the printer in
'Epson' s tandard mode they
should be okay. The other
way  to get inverse to print  as
normal let tering is to set the
dip switches on your printer to
'ignore the eighth bit '. This  is
a fairly  corwnonleature on
printers and you should check
your manual to see t f  it is pos-

sible. I f  you cart do this then
you should fi nd that  inverse
characters print  out as nor-
mal. I f  you want  to use y our
printer for graphics. however
(assuming that you have the
appropriate program) you wil l
have to reset the dip switch.
Nice to hear about the Victo-

graph Plot Window again
whic h we reported on way .
way  back, may be around
issue 4 or so. Certainly  very
useful wit h the 1020. Finally
I I I  ever discover the way  to
set the old Atari to use to be-
come a millionaire you can be
assured that  I  will let you
know,  may be from Barbados!

KEEP BUYING
I recently wrote to Hi -Tee
and asked then about futur e
releases. They informed me
that  they would no longer
be doi ng Atar i  8-bi t conver -
sions which is yet another
blow to the rapidly dimi -
nishing Atar i  8-bi t scene.
So, Is that i t? No! I  plead to
all PAGE 6 readers to wri te
to Hi -Tec and promise to
buy any new releases and i f
they do release another
8-bi t conversion buy i t
straight from HI -Tec.  Show
your  commi tment,  i t's up
to us!

Sue Donym,
Glossop

I 'm not surprised that Hi-Tee
are not doing more Atari 8-bit
sof tware since they tried hard
to keep secret the games that
they d id release. I  am con-
stant ly astonished how soft-
ware companies fat ' to prom-
ote their products. Hi-Tec had
some fabulous Atari 8-bit  re-
leases yet they never sent, out
one copy for rev iew despite
our telephoning and FAXing
them regularly .  The games we
did revietv we bought oursel-
ves. once we fi nally  disco-
vered that they had been re-
leased. From a business point
of  view ha i l  to see why  we
should have to buy games to
rev iew so that the publisher
can mak e money f rom the
subsequent sales, Of  course
we want  to continue to sup-
port the Atari so we feel it  our
duty  to rev iew any  software.

even i f  we have to buy it
ourselves, but  that 's  not quite
the point. Hi-Tec were prob-
ably  disappointed about  the
sales of  their Atari releases
but then if  they never told
anyone about  them what  did
they expect? Write to Hi-Tee
by all means. I  hope that  It
wi l l  have some effect but  un-
less Hi-Tee have woken up to
proper market ing,  you may
not have much success.

SUPPORT
Wi th reference to readers
who ask for  i nfor mati on
about where to buy software
and hardware,  I  have re-
cently been sent a l ist of
people who are sti l l  sup-
por ting the 8-bi t system.
The l ist has some 40 plus
names and addresses of
software companies.  PD lib-
raries etc.  and covers the
USA, Canada and the UK.
Also the list has magaz ine
publ ishers including a new
publ ication named •Atar-

I f  anyone would l ike a copy
of this list, please send an
SAE (230mm x 105mm) to
STOURBRI DGE USER
GROUP, (SOURCE FILE).  99
BREDON ROAD,  STOUR-
BRIDGE,  WEST MI DLANDS,
DY8 4LA.

Les Taylor,
Stourbrldge User Group,
Stourbrldge

Sounds like the sort of  thing
we should publish,  Les, for
the benefi t of  all Atari users
and It would save you a lot of
photocopying. How about
sending us the list and we
wil l  pubiLsh tt in the next
issue giv ing you the appropri-
ate credit.  I f  anyone else has
informat ion like this, then
send it in to be published.  The
Atari community  needs all the
support  it  can muster and the
members ° Dus t  one user
group surely won' t  be enough
to keep commercial support
going. On the other hand, i f
the informat ion reaches sever-
al thousand dedicated Atari
users all over the UK (and
overseas) that 's  a dWerent
matter,
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ow that Nuclear testing has ceased on the
planet of Ataria, some lucky soul has got to
go there and clear away the remaining un-
exploded bombs. Guess who drew the short
straw? Yes, you did!

The object of the game is to move around the surface of
Ataria in your blue bombseeker ship and collect as many
of the white square bombs as possible, It's not as easy
as it seems though. For a start the radiation level (indi-
cated by the vertical bar on the 10 hand side of the
screen) will increase continually due to the high back-
ground intensity caused by hundreds of years of testing
and each bomb has a countdown timer. When this timer
reaches zero it will blow up emitting more radiation.
There are seven levels to the game (levels 6 and 7 are

almost impossible to complete) and as levels increase the
number of bombs needed and the number of space cacti
and radioactive trees increase while the initial count-
down number decreases. On level I  the count-down
timer is set to l a  For each of the next levels the timer
decreases by one and the bombs to collect increases by
2 until, on level 5, the count-down number Is 3 and the
number of bombs to collect is 18.
To collect and disarm a bomb simply guide your ship

over the bomb, your onboard computers will do the rest.
To complete the game you must collect at least 70 bombs
and complete the level you were on when you reached
that number. The game is over when the radiation bar
reaches its maximum value. Once a level is completed,
this bar reduces in size.
The game allows you to select any level from I to 5 to

start on, but to enable you to finish the game it is
necessary to start on level 1. Also included is a pause
mode, activated and de-activated by pressing the space
bar.

by Richard Gore
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AME 0 "

KY 1 0 3 6  ?
* * * * * "

SS 1 0 5 0  R E S T O R E  1 0 1 1
RD 1 8 5 5  R E A D  I , A ; I F  I N  T H E N  S O T O  1 0 7 5
KU 1 0 6 0  S O U N D  0 , / , 1 0 , 0 8 : F O R  D M  T O  1 5 : N E M

I
DET 1 0 6 2  S O U N D  0 1 , I 4 0 1 , 1 0 , 0 0

-
0 2 F O R  D = 0  
T o

1 5 :N E X T  D
OS 1 0 5 4  S O U N D  0 2 , I 4 0 2 , 1 0 , 0 8 : F O R  0 = N  T O  1 5

:N EWT  D

BOM B C OU N T D OWN  *

BLOW P  BO M B

BOMB HUNTER
YK 1 0 6 6  S O U N D  0 1 + 0 2 , I + 0 2 + 0 1 , 1 0 , 0 8
-
0 2 : F O R

D =0  T O  A : I F  S T : 4 1 6 0 0 = N  T H E N  G O T O  1 0 9 5
EK 1 0 6 8  N E X T  D
5 0  1 8 7 0  G O T O  1 0 5 5
EH 1 e 7 5  F O R  D = 0  T O  1 4 2 + 0 1 :5 0 U N D  0 , 0 , 0 , 0 : N E

NT D
AO 1 0 8 0  I F  P E E K ( C O N ) = 0 8
-
0 2  T H E N  
G O T O  
1 1 0 0

0
0 5  2 e 6 3  P O K E  7 7 , N
AO 1 0 0 5  I F  5 T R I G ( N ) z 0  T H E N  G O T O  1 1 0 0 0
RP 1 0 1 0  G O T O  1 0 8 0
RP 1 0 9 5  P O P  : F O R  D = 0  T O  0 2 4 0 1 :5 0 U N D  D , N , N

, N :N E X T  D :G O T O  1 1 0 0 0
Y J  1 0 9 9  D A T A  7 3 , 5 5 , 6 4 , 5 5 , 8 1 , 7 5 , 1 6 2 , 1 0 1 , 1 2

2 , 1 5 1 , 0 , 0
WO 1 9 1 9  R E M
UM 2 0 0 0  S C = 5 C + 2 0 :L E V = L E V + N I t O 0 M O = N
JO 2 0 0 3  I F  O T O T A L > = 7 8  T H E N  G O T O  4 0 0 0
YO 2 0 0 4  I F  L E V > 7  T H E N  G O T O  1 0 8 0
YG 2 0 0 5  P O S I T I O N  3 , 5 : *  1 2 6 N O W  T R Y  L E V E L

" M E V
XD 2 0 1 0  G O S U O  6 0 0
I M  2 0 2 8  F O R  D = 0  T O  3
FY 2 0 3 e  S O U N D  0 , 2 3 4 , 1 0 , 1 8 : 5 0 U N D  0 1 , 2 5 5 , 1 2

, I 2
Ni l  2 0 4 0  F O R  J = N  T O  3 5 : N E X T  J
sK 2 0 5 0  S O U N D  0 , 0 , 0 , 0 : 5 O U N D  0 1 , 0 , 1 4 , 0
MW 2 0 5 5  F O R  J = N  T O  6 : 0 E X T  J
DF 2 0 6 0  N E X T  D
YG 2 0 0 0  G O 5 U O  3 e 0 e
Z5  2 0 8 5  F O R  J = 0  T O  3 1
6 1  2 0 9 0  O AR =BAR 4 N 1
FE 2 0 9 5  I F  O A R ) 4 3  T H E N  P O S I T I O N  3 , 0 1 : *  U 6

: " F E E M I A M "
GO 2 1 0 0  I F  O A R ) I I I  T H E N  8 A R = 1 1 1 : P 0 P  : G O T O

2 1 2 0
UV 2 1 1 0  P O K E  P M B0 2 5 6 4 5 1 2 4 0 0 R - 0 1 , 0 :S O U N D

, B A R 4 2 3 , 1 4 , 0 8
GA 2 1 1 5  N E X T  J
CS 2 1 2 8  S O U N D  N , N , N , N :G O T O  1 0 0

'EE 2 1 9 9  R E M
CV 3 0 0 8  F O R  X = 0 2  T O  2 0 : P 0 5 I T I O N  0 2 , I :
,  U 6 :N E X T  I
WO 3 8 1 8  F O R  I = N 2  T O  0 1 8 + L EV
MR 3 0 2 0  0 =I N I C R N D C N I * 1 5 1 4 0 1 4 1 4 2 1 0 =I N T ( R N D (

0 ) 0 1 6 ) 4 0 2
NM 3 0 3 0  P O S I T I O N  0 , 0 1 ?  1 8 6 : " J " : N E X T  I
JC  3 0 4 0  F O R  I = 0  T O  0 2 + C L E V
-
0 1 1 1
SC 3 0 5 0  D = I N T ( 9 N D ( M )
0
1 5 ) + 0 1 + 0 2 : A = I N I ( R O
D C

0 ) 0 1 ) 4 0 8
OV 3 0 6 0  P O S I T I O N  0 , 0 1 ?  U 6 , 1 " k " : 0 E X T  I
PM 3 8 7 0  P O S I T I O N  1 4
-
8 1 1
J
Y : ?  U S "  
M "

AZ 3 0 0 0  P O K E  5 5 1 , 4 6
DO 3 0 9 0  G O 5 U O  7 5 0
AD 3 1 0 0  R E T U R N
UU 3 9 9 1  R E M
HO 4 0 0 0  5 C = 5 C + ( 1 1 2 - B 0 R ) : L E V = 5 : 6 0 5 U O  6 8 0
OR 4 0 2 0  F O R  0 = 0 2  T O  1 0 : P O S I T I O N  0 2 , D i ?  U S

: "  " I N E X T
JZ  4 0 4 0  R E S T O R E  6 0 8 0
ME 4 0 5 8  F O R  J = N I  T O  I S : R E A D  A : P O S I T I O N  0 2

4 J , 0 2 : 7  1 * 6 :C H R S C A3 ::S O U N D  N , J 4 7 , 8 , 1 0 : 0
EXT  J I 5 O U N D  0 , 0 , 0 , 0

ED 4 0 6 0  F O R  J = 0 1  T O  1 1 R E AD  0 : P 0 5 I T I O N  5 + J
, 4 1 ?  1 :1 6 :C H R S ( 4 ) 3 :S 0 U N D  N , J * 0 2 , 1 0 , 1 0 1 N E
XT J :S O U N D  0 , 0 , 0 , 0

MS 4 0 7 0  F O R  J = 0 1  T O  9 : R E A D  A : P O S I T I O N  5 + J
, 6 ; ?  U 6 :C H R S ( A ) . : :S O U N D  N , J * 0 2 , 1 2 , 1 0 : 0 E
XT J :S O U N D  0 , 0 , 0 , 0

Oa 4 0 8 0  F O R  J = 0 1  T O  1 2 : R E A D  A : P O S I T I O N  4 +
J, 1 5 ;?  U 6 : C H R 5 C A ) : : 5 0 0 N D  0 , J 0 4 , 1 2 , 1 0 0 E
X I  J : S O U N D  0 , 0 , 0 , *

HR 4 0 1 0  F O R  J = 0 1  T O  1 3 : R E A D  A : P O 5 I T I O N  3 +
J , 1 1 : 7  U 6 ; C H R S ( A ) : : S O U N D  N , J 0 5 , 8 , 1 0 : 0 E
X I  J : 5 0 U N D  0 , 0 , 1 4 , 0

HE 4 1 0 0  F O R  J = N I  T O  1 3 : R E A D  A : P O S I T I O N  3 4

I N C R EASE I N G A H E  L E V E L

PLOT S C R E E N  C H AR AC T E R S  *

J , 1 3 : ?  U 6 , 1 C H R S ( 0 ) ) 1 5 0 U N D  0 , J 0 6 , 6 , 1 0 : 0 E
XT J : S O U N D  1 1 4 , N , N , N

EH 4 1 1 0  F O R  J = N 1  T O  1 5 : R E A D  A : P 0 5 I T I O N  N I
+ J , I 5 1 ?  1 :1 6 ;C H R 0 ( A) ;:S O U N D  0 , J 0 7 , 8 , 1 0 : 0
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BOMB HUNTER
EM I  J : S O U N D  M , N , N , 1 1

BV 4 1 2 0  F O R  J = N 1  T O  1 5 1 R E AD  A : P 0 5 I T I O N  N 2
f J , 1 7 :
,  
M 6 ;
C H
R S (
A ) ; :
5 0 U
N D  
0
,
J
*
8
,
1
0
,
1
0
:

N EXT J : 5 0 U N D  N , N , N , N
X0  4 1 3 0  F O R  J = 0 1  T O  9 : R E A D  A : P O S I T I O N  5 + J

, 1 9 : ?  M 6 ; C H R S ( A ) ; : S O U N D  N , J * 9 , 1 2 , 1 8 : N E
MT J r 5 O U N D  N , M , M , N

KW 4 2 0 0  ?  C H R S 6 1 2 5 1 ;C H R S C 2 5 3 )
PM 4 2 1 0  I F  SC ) 1 1 SC  T H E M  H S C =S C
EX 4 2 2 0  ?  "  T O P  S C O R E :  " : J 1 S C ; "  L A S T  5 C 0

R E: " ; S C : ?
VG 4 2 3 0  .  P r e s s  6111131] t o  p l a y  a g a i

KM 4 3 0 0  I F  P E E K ( 5 3 2 7 9 ) = 5  O R  S T R I G ( 0 1 ) =N  T N
EN G O T O  1 1 0 0 0

PU 4 3 2 0  G O T O  4 3 0 0
I R  5 0 0 8  D A T A  6 7 , 7 9 , 7 8 , 7 1 , 8 2 , 6 5 , 8 4 , 8 5 , 7 6 , 6

5 , 8 4 , 7 3 , 7 9 , 7 8 , 8 3
LB 6 0 1 8  D A T A  8 9 , 7 9 , 8 5 , 3 2 , 3 2 , 7 2 , 6 5 , 0 6 , 6 9
AX 6 0 2 0  D A T A  6 7 , 7 9 , 7 7 , 8 0 , 7 6 , 6 9 , 6 4 , 5 1 , 6 8
ER 6 0 3 0  D A T A  5 6 , 7 9 , 7 7 , 6 6 , 3 2 , 7 2 , 8 5 , 7 8 , 8 4 , 6

9 , 8 2 , 4 E ,
F B 6 0 4 0  D A T A  8 7 , 6 5 , 8 4 , 6 7 , 7 2 , 3 2 , 7 1 , 8 5 , 8 4 , 3

2 , 7 0 , 7 9 , 8 2
YO 6 0 5 0  D A T A  6 5 , 7 9 , 7 7 , 6 6 , 3 2 . 7 2 , 8 5 , 7 8 , 0 4 , 6

9 , 8 2 , 3 2 , 5 0
COI 6 8 6 0  D A T A  6 7 , 7 9 , 7 7 , 7 3 , 7 0 , 7 1 , 3 2 , 8 3 , 7 9 , 7

9 , 7 8 , 3 2 . 8 4 , 7 9 , 7 9
OU 6 0 7 0  D A T A  6 5 , 7 8 , 3 2 , 3 2 , 5 5 , 4 5 , 5 5 , 7 3 , 8 4 , 3

2 , 5 5 , 8 4 , 6 5 , 8 2 , 7 3
514 6 0 8 0  D A T A  7 0 , 6 9 , 6 5 , 8 2 , 3 2 , 8 9 , 7 9 , 8 5 , 4 6
WU 7 9 9 9  R E M
Kw 8 0 0 0  C H R S ( 1 7 5 ) : C H R S ( 7 5 3 )
5N 8 0 1 0  ?  G A M E  P A U S E D
GK u 0 2 0  ?
SS 8 0 3 0  ?  P r e s s  M E M '  t o  c o n t i n u e "
GK 8 0 4 0  P O K E  7 6 4 , 2 5 5
VC 8 0 5 0  I F  P E E K ( 7 6 4 ) = 3 3  O R  S T R I G ( M ) =1 1  T H E

m P O K E  7 6 4 , 2 5 5 :
,  
C H R S ( 1 2 5
) : G O S U B  
s i e
o :

RETURN
SZ 8 0 6 0  G O T O  8 0 5 0
PU 8 1 0 0  P O K E  6 5 6 , 0 1 . :P O K E  5 5 7 , 4 : ?  "M g E P O M U

";LEu
I N  8 1 1 0  P O K E  5 5 5 , 0 1 : P O K E  6 5 7 , 2 6
,  - O R E MI

t
i
"
;
5
1
C

KV 0 1 2 0  P O K E  6 5 6 0 4 1 : P O K E  6 5 7 , 1 5 :
1  "t r ; t r r e i s t
AR 8 1 3 0  R E T U R N
HP 9 9 9 9  R E M  ] P H I G M E M E E I A L I I G E T I M M L "
SH 1 0 0 0 0  P M B = P E E K ( 1 0 6 )
-
N 8 : P O K E  
1 0 6 , P m e : c m

B=PM B+ 4
VV 1 0 0 1 0  G R AP H I C S  1 7
MS 1 e 0 2 e  R E S T O R E  2 0 0 0 0 :F O R  I = N 1  T O  1 7 : P E O

D A : C L S ( I , I ) = C H R S ( A ) : N E X T  I
UO 1 0 0 3 0  R E S T O R E  2 8 0 1 0 : F O R  I = N 1  T O  3 4 : 0 E 4

D A l c o P Y S T I . I 3 = C H R S ( A ) : N E X T  I
I U  1 8 0 4 0  F O R  I A M B  T O  P M 8 + 7 :4 =U 5 R ( AD R E C L S

1 . 1 ) : N E X T  I
CR 1 0 0 5 8  A = U 5 R ( A O R ( C O P Y 5 ) , C H O * 2 5 6 )
VN 1 0 1 0 0  C H B5 =C fl o e 2 5 6
I V  1 0 1 1 8  F O R  1 =C H O5 9 C 5 8 + 4 1 4 8 1  T O  C H B S + C t 5 8 *

1 4 8 1 + 7 1 :PO KE I , 2 5 5 : N E M T  I : R E M  H
I L  1 0 1 2 0  R E S T O R E  2 0 0 5 0
0 8  1 0 1 2 5  F O R  I =C H 8 5 + ( N 1 3 * 3 )  T O  C H B 5 + ( ( 0 8 * 9

) + 7 ) : R E A D  A : P O K E  I , A : N E X T  I : R E M  m  +
UZ 1 0 1 2 8  F O R  I =C H 8 S + C N 8 * 3 2 1  T O  C H 8 5 * ( ( 0 8 *

3 2 ) + 7 ) :R E A D  A : P O K E  I . 4 : N E X T  I : R F M  M
KZ ' s i l o  F O R  I = C H B 5 + ( N 6 * 4 2 )  T O  C H O 5 + C ( 0 8 *

4 3 ) + 7 1 :R ( A D  A : P O K E  I , A : N E X T  I : R E M  f fi

I U  1 0 1 4 0  F O R  / =C H B5 + 0 4 8 1 + 4 1 )  T O  C H 0 5 1 . ( ( 4 / 9 *
4 9 ) + 7 ) :R E A D  A : P O K E  I , A : N F M T  I : R E M

OF l e t s s  F O R  I =C H 8 3 + T N 8 w 5 9 T  T o  c l i m s 4 . ( T m e *
5 1 1 + 7 ) :R E A D  A : P O K E  I , A : N E X T  I : R E M  B

ZO 1 0 5 0 0  R I M  F O R  1 = 2 0  T o  i i l : P O K E  P M B * 2 5 6
+ 1 + 5 1 2 , 2 5 5 :N E K T  /

EN 1 0 9 0 0  R E S T O R E  3 2 0 0 0 : F O R  1 = 1 5 3 6  T O  1 5 5 1
:R EAD  A : P O K E  1 , 6 1 :N E X T  I

I V  1 0 9 9 9  R E M  I M E M I L I D I M P . 0 1 3 2 1 1 : 1 1 1 . 1 . 1
ON 1 1 0 0 0  G R A P H I C S  0 1 1 :P O KE  1 6 . 6 4 : P O K E  5 3 1 7

4 , 6 4 :P O K E  7 5 6 , C H 8 :P O K E  7 5 2 . 0 1 1 : P 0 K (  5 5 9

PAU SE R O U T I N E

00140S

, N :BAR =1 1 2 :C 0 AR =1 1 :1 1 T O T AL =M
VD 1 1 0 0 5  F O R  1 = 1 7  T O  1 1 3 : P O K E  A M B * 2 5 5 + 1 + 5

1 2 , 0 :N E X T  /
OR 1 1 0 1 0  D L = P E E K ( 5 6 0 ) + P E E K ( 5 5 1 ) * 2 5 6 : P o K E

D 1 + 0 2 + 0 1 1 , 6 6 :PO KE D 1 + 1 1 , 1 3 4
SH 1 1 0 1 5  P O K E  5 1 2 , 4 : P O K E  5 1 3 , 0 8
-
N 2 : P O K E  5

4 2 8 5 , 1 9 2
CD 1 1 0 2 0  P O K E  7 1 2 , 0 : P O K E  7 1 1 , 1 2 2 : P O K E  7 1 0

, 3 4 :P O K E  7 0 9 , 1 7 2 : P O K E  7 0 8 , 2 1 2
TO 1 1 1 8 0  F O R  I = N 2  T O  2 2 : P O S I T I O N  N p I : ?  M 6

;
•
•
•
&
2
1 
R
.
:
N
E
X
T 
I

I D  1 1 1 1 8  P O S I T I O N  0 1 , O :*  M 5 . : " I T E (  R A D / A T I o
N LEVEL n m aa l i m r .

CG 1 1 1 5 0  P O S I T I O N  8 1 3 , 5 :?  M E , ; " b o m b
.
: P O S I T I

ON 7 , 7 :
,  
M 6 M
1 T M
h 1 3
M "

EC 1 1 1 5 0  P O S I T I O N  3 , 1 2 :
,  1 1 6 : " b y  
r i c h a r d  
9

o r e "
KG 1 1 1 5 5  P O S I T I O N  6 , 1 6 :
,  M 6 ; " L E V E LV
HT 1 1 1 7 0  ?  C H R S C 1 2 5 ) ;C H R S C 2 5 3 1 :P O KE  5 5 8 , 0

:P O KE  6 5 7 , 1 1 :
-
.  
" P R E S S  
M O
M  
T
O  
P L
A Y
"

BS 1 1 1 8 0  P O K E  5 5 5 , 0 2 t P O K E  6 5 7 . 1 : ?  " P R E S S
ERBEI NU F O R  L E V E L "

KY 1 1 1 9 0  P O K E  5 5 9 , 4 8
TX 1 1 3 0 0  I F  P E E K( C O N ) =1 4 8 - M 2  T H E N  G O T O  1 1 5

0 0
1 5  1 1 3 1 0  I F  P E E K ( C O N ) 5  T H E N  G O S U B 1 1 4 0 0
O J 1 1 3 1 3  I F  5 T R I G 1 0 ) = N  T H E N  G O T O  1 1 5 0 0
VR I t a l s  D =D + 1 1 2 :I F  0 2 5 2  T H E N  D =1 4 2
WN 1 1 3 2 8  P O K E  7 1 1 , 0 : P O K E  7 7 . N
VG 1 1 3 3 0  G O T O  1 1 3 0 0
MX 1 1 3 1 9  R E M  M M I L E H M B I T h ;
TP 1 1 4 0 8  S O U N D  N 1 , 2 1 8 , N 8 , 1 4
S I  1 1 4 0 5  1 E 0 = 1 E 0 + 1 4 1 : I F  L E V > 5  T H E N  L E V = M 1
MM 1 1 4 1 0  P O S I T I O N  1 4 . 1 6 :
1
'  M S : L E V
J I  1 1 4 1 5  F O R  4 = N 1  T O  1 0 : N E X T  A
FM 1 1 4 2 0  S O U N D  N 1 , 0 , 0 , 0
E5  1 1 4 2 5  R E T U R N
KM 1 1 4 9 9  R E M
OF 1 1 5 0 0  P O K E  5 5 9 , 0 :S O U N D  N , N , N , 1 4 :5 C =1 1 4 :0 0

P1 1 1 =0 :BET A=4 1
0 1  1 1 5 0 2  P O K E  5 3 2 4 8 , 5 2 : P O K E  5 3 2 7 7 . 3 : P O K E

5 4 2 7 9 , P M 8
UC 1 1 5 8 5  F O R  I = 1 7  T O  1 1 1 : P O K E  P M B * 2 5 6 + 1 + 5

1 2 , 0 :N E X T  I
NP 1 1 5 1 0  ,  C H R S ( 1 2 5 )
MN 1 1 5 1 5  P O K E  7 0 0 , 1 2 : P O K E  7 0 9 , 9 2 : P O K E  7 1 1

, 1 5 4 :P O K E  7 0 4 , 5 2
JG 1 1 5 2 0  G 0 5 0 8  8 1 0 0
GA 1 1 6 0 8  G O S 0 0  3 0 0 0
O f  1 7 0 0 0  G O T O  1 0 0

TM  1 9 9 9 '  R E M '

WZ 2 0 0 0 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 1 3 3 , 2 1 3 , 1 6 9 , 0 , 1
3 3 . 2 1 2 , 1 5 0 , 0 , 1 4 5 , 2 1 2 , 1 3 6 , 7 0 8 , 2 5 1 , 9 6

CD 2 0 0 0 9  R E M  * *
FG 2 0 0 1 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 1 5 , 1 0 4 , 1 3 3 , 2 1 4

, 1 6 9 , 2 2 4 , 1 3 3 , 2 1 3 , 1 6 / , 0 , 1 3 3 , 2 1 2 , 1 6 2 , 4 , 1
5 0 , 0 , 1 7 7 , 2 1 2 , 1 4 5 , 2 1 4 , 2 0 0 , 2 0 8 , 2 4 9 , 2 3 0

C I  7 0 0 1 5  D A T A  2 1 3 , 2 3 0 , 2 1 5 , 2 0 2 , 2 0 8 , 2 4 2 , 9 6
EF 2 0 0 4 9  R E M  , M 1 1 .1 1 ;1 1 , 9 1 1 R dra
NI  2 0 0 5 0  D A T A  2 5 5 , 1 2 9 , 1 3 7 , 1 3 7 , 1 3 7 , 1 3 7 , 1 2 9

, 2 5 5
I O  2 0 0 5 5  D A T A  2 5 5 , 1 2 / , 1 5 3 , 1 3 7 . 1 4 5 , 1 5 3 , 1 2 9

, 2 5 5
MU 2 0 0 6 0  D A T A  2 5 5 , 1 2 9 , 1 5 7 , 1 3 7 , 1 3 3 , 1 5 3 , 1 2 9

, 2 5 5
UG 2 0 8 5 5  D A T A  2 5 5 , 1 2 9 , 1 3 7 , 1 5 3 , 1 8 9 , 1 3 7 , 1 2 9

, 2 5 5
I D  2 0 0 7 0  D A T A  2 5 5 , 1 2 9 , 1 5 3 , 1 4 5 , 1 3 7 , 1 5 3 . 1 2 9

, 2 5 5
OF 2 8 0 7 5  D A T A  2 5 5 , 1 2 9 , 1 4 1 , 1 5 3 , 1 4 9 , 1 5 7 , 1 2 9

, 2 5 5
KO 2 0 0 8 0  D A T A  7 5 5 , 1 2 1 , 1 5 7 , 1 3 3 , 1 3 7 , 1 4 5 , 1 2 /

, 2 5 5
,OS 2 0 0 8 5  D A T A  3 2 , 1 3 9 , 1 0 2 , 2 4 , 8 9 , 1 0 2 , 1 2 9 , 2 0

C J 2 0 1 0 0  D A T A  1 6 . 8 8 , 7 1 8 , 7 1 0 , 1 7 6 , 6 0 , 2 4 . 6 0
NC 2 0 1 0 5  D A T A  2 4 , 6 0 , 9 0 , 1 5 3 , 6 0 , 9 0 , 2 4 2 4
SE 7 0 1 1 e  D A T A  6 6 , 3 6 , 2 4 , 6 0 , 1 2 8 , 2 3 1 , 1 2 6 , 1 5 3
Om 2 0 1 5 0  D A T A  0 , 5 6 . 5 6 , 5 6 , 1 2 4 , 5 6 , 1 6 , 0
HA 3 1 9 9 9  R E M  m *
H I  3 2 0 0 0  D A T A  1 1 , 1 6 9 , 1 / 2 , 1 4 1 . 1 0 , 2 1 2 , 1 4 1 , 1

8 , 2 0 8 , 1 6 9 , 2 0 4 , 1 4 1 , 2 3 , 2 0 8 , 1 0 4 , 6 4

SET U P S T A R T  O F  G AM E

M , C . C L E A R  D A T A

D AT A
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HOW TO GET NEW ATARI USER
FROM THE

NEWSAGENTS
TO ENSURE THAT YOU OBTAIN A COPY

YOU SHOULD PLACE A REGULAR ORDER -
JUST POP IN TO ANY NEWSAGENTS AND
ASK THEM TO ORDER A COPY FOR YOU

M A G A Z I N E
S U B S C R I P T I O N

For your copy of the ONLY magazine to support the
ATARI XL/XE and the one that gives the alternative

viewpoint on the S'I' subscribe NOW!
A six issue subscription is available in the UK for

just £12. Remember your newsagent will sell out but
with a subscription you will never miss a copy

OVERSEAS RATES: EUROPE t 15.00
ELSEWHERE ULM by AIRMAIL or i15.00 by Surface

NO PRI CE I NCREASE ON DI SK SUBSCRI PTI ONS

TELEPHONE SUBSCRIPTION
S i m p l y  p h o n e  u s  o n  0 7 8 5  2 1 3 9 2 8
q u o t i n g  y o u r  c r e d i t  c a r d  n u m b e r

f or  y o u r  s u b s c r i p t i o n  t o  c o m m e n c e
w i t h  t h e  n e x t  i s s u e

YES
Name

OVERSEAS
THE MAGAZINE WILL NO LONGER

BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE

TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

DISK SUBSCRIPTION
SPECIAL OFFER

Subscribe NOW for the Magazine and Disk at the
normal UK price of £25.00 and receive the following

FREE OF CHARGE*

NIBBLER - A GREAT PACMAN TYPE GAME
TIMEWISE • TO KEEP YOUR RECORDS
HOME FILING MANAGER/THE PAY OFF
That's right! Receive ALL THREE of these

ABSOLUTELY FREE if you subscribe at the regular
UK price of E25 for Six issues with Disk

• offer noi a illa bic overseas and subject to a‘ttitabillit7 or stock fwe have plentylt

I want to show my commitment to Atari by subscribing to NEW ATARI USER
Please commence my subscription for SIX issues from Issue*

Address

E l  ORDINARY SUBSCRIPTION U K  £12.00 Europe E15.00
Elsewhere Surface E15.00 Elsewhere Air E21.00

n  DISK SUBSCRIPTION* U K  E25.00 Europe E32.00
Elsewhere E42.00

*Please send me free of charge the 3 items mentioned above

I enclose C h e q u e l
)
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ALTERNATE REALITY

THE DUNGEON
WosFilm, an Alternate
Reality fanatic from
Sweden presents the full
maps of The Dungeon
together with hints on
solving the various
quests you will encounter
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Into seven sections (because they're split  up in the game
data). The four fi rst sections (0-3) f orm into the fi rst  level

of the dungeon.  The rest of  the sections make out  one level
each, get t ing smaller as you descend into the mysteries. I've
also mapped some places you normally  can't  get to, but  wit h
my  Charac ter Editor you can get anywhere!  The co-ordinates
at the bot tom and to the left are the numbers  you get when
us ing a Locat ion spell or a mapstone.  At  the top and to the
right  are the numbers  to use wit h my  Charac ter Editor.  Hav ing
a map makes the game a bit  too s imple (especially if  you
haven't  made the map yourself...). Mapping is ac tually  a big
part  of the fun in the game.

SOME QUESTS TO SOLVE
(given by the oracle of Wisdom)

Free the prisoner f rom the palace dungeons  wit h a s ilver key.
Get the two ring halves f rom the goblin and the t roll k ing,  who

arc at war.  Forge them together and br ing the ring back.
On the second level, fi nd the one in the room of  glass. Don' t

s tart  off without  a touch of  class.
Cross the river Stonz at midnight .  On the other side awaits  a

king. Pass the seven knights  who guard h im to f urt her your
cause.

A fearsome face lurks  by the dragons lair.  Answer his  queries
for a valuable ally. Remember Xebec's demise.
The main quest  though,  is to collect the three pieces of

Ac rinimir l l ' s  broken staff, and bring them back to h im (visit his
spirit  at his  tomb,  and he' ll tell you about  the quest). When
you've done this,  you get a PAC-card to use when you pass
Death's  Door to level 4. There you can destroy the Aliens'
cont rol room,  and that 's  all.
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TO SOLVE THE QUESTS
T h e  P r i s o n e r :  i f  you walk  around s lay ing a couple of
creatures, you' ll soon fi nd a silver key. Enter the secret door
on the southern palace wall.  Once the prisoner is free, you get
a new spell and a staffpiece,
T h e  R i n g :  The only  way you can retrieve a r inghalf  f rom the
rivals, is to engage each k ing in mort al combat  (flee quick ly
when done). Go to the dwarven smithy  on the second level to
get it  reforged. then offer it  to the Oracle.
T h e  g l a s s  r o o m :  On the second level near the north-eas t
corner,  there is a bunc h of  mirrored corridors .  Have no weapon
at hand when you enter these corridors  since "dopple-gangers"
are plenty.  Also make sure you have some c lothing that  looks
nice and that  you can get rid of  (i.e. not  winged sandals  or the
like). Ent er  the clothes horse's room and accept his  offer and
you'll get a mirrored shield wh i c h  is essential to complete the
game.
T h e  R i v e r  S t o r m :  From 0.00 to a few minutes  after, you
can cross the river Stonz at the river-crossing. The manual  says
you should give the f cny rnan a small fee, and of  course I
t hought  it  to be writ t en wit h a hint  of  irony, but  one should
take it  literally_ The idea comes f rom the Greek my th of  Hades
to whom you should give the smallest  coin. So, pay the ferry-
man about  5 coppers, and he'll take you across the river.
There is a secret door in the nort hern wall of  the fi rst corridor
to the west. Behind it  is another long corridor which is blocked
by seven undead knights.  Slay  them all and enter the room of
the undead k ing who wil l  give you a stallpiece.
T h e  F e a r s o m e  F a c e :  A gargoyle is to the right  of  the
ent rance to the corridors  of the great  dragon.  He gives riddles
you should answer.  but  I don't. know the answers  (sorry...).
But  I t hink  that  if  one solves all riddles  you get to know what
the dragon wants  as exchange for the t hird staffpiece, and
that 's the bloodstone. Don' t  t ry  to fi ght  the dragon if  you're not
extremely powerful.  l ie  has about  10000 HP and deathcards
wont  hurt  h im very much,  I  defeated h im once (after a very
long struggle). but  naturally  my character was cheated. His
weapon made high damage in every category (a min imum of
about  120p of  damage), a dozen of  Golden Horns  and so on.
T o  g e t  t h e  b l o o d s t o n e :  You should pass the winding
corridor on the 3rd level, pass the rooms of  confusion to the
teleporter.  You' ll fi nd yourself  in a c orridor which leads to a
fountain but  a bas ilisk  blocks the way. He can t urn vou t o
stone by look ing at you so you'd bet ter have the mirrored
shield ready (secondary weapon). Neit her spells nor weapons
effects this  creature, you mus t  fi ght h im with your bare hands
(it certainly  took a while to fi gure that  out!). When done, you' ll
fi nd the bloodstone which you should give to the dragon.  and
he'll (it 'll. ..) give you a staffplece.
When you have all three staffpleces. give them to Ac rinimir i l

In his  tomb.  use the PAC-card at Death's Door after passing
the Gaunt let  (beware of  the dopole-ganger in the last room!),
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7. Der Rathskeller Bar & Grille 1 2 .  Wizards of Law Guild
8. The Reheat 1 3 .  Stairway Leading Down
9. Wizard of Chaos 1 4 .  Palace Entrance
10. Damon & Pythias Shoppe ( r e q u i r e s  Palace disk)
11. Guild of Order 1 5 .  Palace Prison

16. Thieves* Guild
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21. Oracle or Wisdom
22. Dark Wizards Guild
23. Troll Kings Palace
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Section 4 - Level  2
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25. Stairway Leading Up
27 Paladin's  Guild
28. Ehvarven Smithy
29. Clothes Horses's Room
30. Stairway Leading Down
31. Cleanse Disease Fountain
32. Mercenaries Guild
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33. River Crossing
34. Lucky Potion Brewery
35. Undead King's Palace
36. Wilderness Entrance

(requires Wilderness disk)
37. A ra n  Entrance

'requires Arena Disk)

7

and you' ll fi nd yourself  on level 4. Find the Aliens' control room
and enter with the mirrored shield in hand (you'll fi nd out
why...). Use the elevator to go up again. Finished!

Don' t  be greedy, k i l l  for money or t reasure or the like! That
wi l l  soon make the Devourers  coming.  and that 's  not  very
funny!  I f  you fi nd yourself  attacked by a surpris ing lot of
Devourers.  generate a new character!
There's  a Mapstone at locat ion (N28:E59,1evel 1). Works  like a

Locat ion spell.  very handy(
If you need a rat her good weapon there is one at (N23:E60,

level 1)
A crystal breastplate is at  (N23:E8.  level 2).
Do NOT go to (N57:E38).  I f  you do, a Loadstone will fall onto

you. You can never drop it, and it ' ll make you immobilized!
I 'm not  sure I remember the way t hrough the "three-door-

puzzle" s tart ing at (N33:E18),  but  I t hink  it  is: middle door, left
door,  left  door,  middle and middle.  Use the mapstone f requent -
ly to make sure you took the right  door,
If you happen to have a charac ter wit h an ext remely  good

alignment ,  you're supposed to be able to get to the chapel
sanctuary  (otherwise you could easily place your character
there wit h a lit t le cheat ing. I did...).  I f  you can, do pay it a visit.
It's a really  nice place! They give you a ( s u r p r i s e ! )

Well that 's  all I 'm giv ing you. I hope you've found some useful
t ips. and that  you like this  amaz ing game as muc h as I do
(would it  be possible not  to like it?). Happy  adventuring!
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38. Stairway leading up
39. Death's Door
40. Fearsome Gargoyle
41. Great Dragon's Lair
42. Remove Fatigue Fountain
43 Elevator
44. Gateway To Revelation

(requires Revelation Disk
45. Alien Control Room

THE ALTERNATE REALITY
CHARACTER EDITOR

WosFilm's Alternate Reality Character Editor is a machine
language program not suitable publishing in the magazine
but the fully working program is on this issue's disk.
The program is simple to use but you need to know a

little about how AR stores its character data. Your charac-
ter has a checksum hidden somewhere so if you change
anything on the character (for example with a sector
editor) the game won't load the character. To bypass this
you can increase one byte only if you decrease another
and vice versa, so that the checksum remains the same.
The Character Editor always uses the bytes which tell
how many experience points you have to have to increase
the character's level, so there is always a limit to how
much you can change a character.
In essence the AR Character Editor is nothing more than

a highly specialised sector editor but it is the only safe
way to enhance your character in Alternate Reality.

WosFilm
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LASER
INVADER
Colin Lennox presents a neat
quickie - simple to type, simple
to play but quite addictive!

This  s imple arcade game shows that  you can write an addic-
t ive game wit h min imal  graphics and in only  eight  lines of
code. One big advantage is that  it  will only  take you a short
whi le to type it  in/
Once up and runn ing you wi l l  fi nd a laser beam st reak ing

towards  the Earth and it is  your task to precisely intercept  it
us ing the joyst ick fi re but ton only. You mus t  hit  the
approaching laser exactly on the end. I f  you fi re too early  and
miss, the laser will bounce of f  your beam and you get another
chance, I f  you are too late and miss, the invade lands and the
game is over. The game is also over if  the Invader makes it  all
the way to the right  hand side of  the screen and overruns  your
laser post.
You receive points  depending on how many  shots you've had

and what  level you are on. The max imum score for a s ingle hit
on any  level Is 4,000 points.
At fi rs t  the game looks too s imple and the graphics are very

basic, however it is  quick  to type in and is surpris ingly  addic-
tive and f rus t rat ing.
Enjoy  it!
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-  G AM E  O V E R "
0 0  5 2 0  F O R  I - 7 0  T O  1 5 : F O R  J.7 .0  T O  1 5 : 5 E T C O I

OR 4 , I , J : N E X T  J : N E X T  I
UV 5 3 0  S O U N D  0 , 0 . 0 , 0
OK 5 4 0  S E T C O I O R  4 , 0 , 0
0 0  5 4 5  F O R  1 = 1  T O  3 0 0 : N E X T  /
XW 5 5 0  *  " 6 4 1 U P  P R E S S  F I R E  T O  P L A Y

H I
-
S
C
O
R
E
? "

UM 5 5 5  9  S C „ , "
R I C
,
5 6 0  
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E  
7
7
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5 1  5 7 0  G O T O  1 6
US 3 3 4 0  *  " 6 4  P R E S S  F I R E  T O  P L A Y .
OK 5 0 0 0  G O T O  5 0 0 0
YY 6 0 0 0  C O L O R  3

Ve  6 0 1 0  P L O T  0 , 0 :D R A W T O  1 5 5 , 0 : D R A W T 0  1 5 9 ,
1 5 9 :D R AWT O  0 , 1 5 9 :D R A W T O  0 , 0

AT 6 0 5 0  R E T U R N
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XLM TYPE•IN . • • • • • • • • = 1 - -

AW 4 0
AW 4 0 AW 411

,4W 4 0 AW 4 0
AW 4 0 4 0 4 0 4 0
410 4 0 4 0 4 0 4110
40
,

4W 410 4 0 4 0
AW AW 4W

4W 4W 40. 4W AW
4 0  A W 4W AW AW

You came to the West to make your fortune but solar  it
has been an endless cycle of card playing, dr ink ing
whisky. eating beans and shooting the numerous people
who said you smelled.
However, your luck is about to change. It is rumoured

that a cache of gold coins Ls hidden somewhere in Indian
territory and the treasure is there for the taking - well
almost! Just don't let the stories about the man-eating
vultures and the terrors of the desert deter you. Okay. it
could seriously damage your health but what k ind of
cowboy are you - lily  livered? No. Of course not! So. plug
ajoystick into port I  ge t  your spurs on and ride Into the
West.
Ohl Silly me! I jOrgot, You can't afford a horse yet, can

you? How about a sponsored walk?

PLAYING THE GAME
Use the joystick to move the cowboy. To open doors, k ill

vultures etc. touch them whils t holding the correct object.
To pick up or drop objects position the cowboy appropri-
ately and press the joystick button.
Press the button to reincarnate after death. preserving

the current object positions. Your enemies will reincar-
nate as well though, so keep your weapons handy!
i f  you find yourself in an impossible position press

START to begin again with the objects in their original
positions.
Me  game ends when you find the treasure. Press

START to play again.
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Bill Halsall's new arcade

style adventure proves
that the Wild West is as

challenging as ever

TYPING IT IN
Cassette and disk users should type in Listing 1, SAVE or

CSAVE a  copy, then RUN the program. The program will
check each line of data and inform you of any errors. Correct
any errors and RUN the program again until all errors are
eliminated. When this is done answer the cassetteldisk ques-
tions accordingly to create a Mot tape or binary disk file.
Cassette users should load the boot tape created by firstly

removing all carindges and then turning on the computer
while holding down the START key (XL and XE owners
should hold down OPTION as well). Press RETURN and the
tape will load and run automatically.
Disk users should clear Listing 1-from memory after saving

and running it as above by typing NEW and pressing RE-
TURN. Next, type in Listing 2 and save it on the same disk
as the binary file created by Listing 1. RUN the Listing 2
program with the disk in the drive and the game will load and
run automatically.



E l  1  R F m  * * * * * * o o s o * * * * * * - * * * * * * * * * * * * * * 1 *
JK 2  R E M  0  I N D I A N  G O L D
RO 3  R E M  *  b y  *
UL 4  R E M  *  B i l l  H a l s a l l
EC 5  R E M  *   f t
OH 6  R E M  *  N E W  A T A R I  U S E R  -  F E B .  1 9 9 2  *
E0  7  R E M  * * * * * * * * * 3 * * * * * * 4 w w w w * * * - * * * * * * * * *
NH 8  R E M
NA 1 4  R E M BOOT T A P . / O B J E C T  C O D E  F I L

M AKER  -  B A S E D  i EXSAU ER
Mailff3051211111HB1111

BK 1 6  R E M
PD 2 0  D I M  L I N E S ( 9 6 ) , A $ ( 8 1 9 2 ) : L I M E = 9 9 0 : C N T

=
-
4
8
:
T
R
A
P  
1
0
0
:
G
O
5
U
0  
2
0
0

LM 3 0  A $ ( 1 ) = " 0 " : A S ( 8 1 9 2 ) = " 0 " : 4 5 ( 2 ) = A 5
PG 4 0  L I N E = L I N E 4 1 0 :C N T = C N T 4 4 8 :R E A D  L I N E S ,

C H I C :WM :
9  
" 3 1 0 1
g 3 M B
I E E  
L
I
N
E  
" ;
L
I
N
E

I N  5 0  C H K = U 5 R ( 1 5 3 6 , A D R ( L I N E S ) , A D R C A S ) + C N I

O I  6 0  G O 5 U B  3 0 0 : G O T O  4 0
VH 1 0 0  I F  P E E K ( 1 9 5 ) 0 6  T H E N  ?  "E R R O R  " ; P E

E K ( 1 9 5 ) ; C H A S ( 2 5 3 ) : E N D
AL  1 1 0  9  ' W O R K E D  O K • Y " : T R A P  1 0 0
R X 1 2 0  ?  " ( D ) I S K  O R  ( T ) A P E " : G O S U B  1 0 0 : I F

K = 6 8  T H E N  1 4 0
AK 1 3 0  ?  "R E AD S !  C A S S E T T E  A N D  P R E S S  R E T U R N

" : O P E N  # 1 , 8 , 1 2 8 , " C : " : G O T O  1 6 0
K0  1 4 0  9  " R E A D Y  D I S K  A N D  P R E S S  R E T U R N G O

5 U 8  1 0 0 : I F  K 0 I 5 5  T H E N  1 4 0
HO I S O  O P E N  4 1 , 8 , 0 , " D : I N D I A N . O B J "
BA 1 6 0  9  M I ; A S ( 1 , 6 5 2 8 ) : C L O S E  M I : E N D
ZH 1 8 0  C L O S E  M I : O P E N  M I , 4 , 0 , " K : " : 6 E T  M 1 , K

:C L O S E  M I :R E T U R N
MO 2 0 0  F O R  A = 1 5 3 6  T O  I 6 5 8 : R E A D  D : P O K E  A A )

:N E X T  A : R E T U R N
I X  2 1 0  D A T A  2 1 6 , 1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 , 2

0 3 , 1 0 4 , 1 3 3 , 2 0 6 , 1 0 4 , 1 3 3 , 2 0 5 , 1 6 9 , 0 , 1 4 1 , 1
2 7 , 6 , 1 4 1

I Z  2 2 0  D A T A  1 2 8 , 6 , 1 6 0 , 2 5 5 , 1 4 0 , 1 2 5 , 6 , 1 4 0 , 1
2 6 , 6 , 1 7 3 , 1 2 6 , 6 , 2 0 1 , 4 7 , 2 0 8 , 1 1 , 1 7 3 , 1 2 7 , 6

OG 2 3 0  D A T A  1 3 3 , 2 1 2 , 1 7 3 , 1 2 8 , 6 , 1 3 3 , 2 1 3 , 9 6 ,
1 7 2 , 1 2 5 , 6 , 2 8 0 , 1 4 0 , 1 2 5 , 6 , 1 7 7 , 2 0 3 , 3 2 , 1 1 1
, 6

1 5  2 4 0  D A T A  1 0 , 1 0 , 1 0 , 1 0 , 1 4 1 , 1 2 3 , 6 , 1 7 2 , 1 2 5
, 6 . 2 0 0 , 1 4 0 , 1 2 5 . 6 , 1 7 7 , 2 0 3 , 3 2 , 1 1 1 , 6 , 2 4

ZH 2 5 0  D A T A  1 0 9 , 1 2 3 , 6 , 1 7 2 , 1 2 6 , 6 , 2 0 0 , 1 4 0 , 1
2 6 , 6 , 1 4 5 , 2 0 5 , 2 4 , 1 0 9 , 1 2 7 , 6 , 1 4 1 , 1 2 7 , 6 , 1 7

MY 2 6 0  D A T A  1 2 8 , 6 , 1 0 5 , 0 , 1 4 1 , 1 2 8 , 6 , 7 6 , 3 0 , 6
, 9 6 , 2 0 1 , 5 0 , 1 4 4 , 4 , 5 6 , 2 3 3 , 5 5 , 9 6 , 5 6 , 2 3 3 , 4
8 , 9 6

YL  3 9 0  D L N E = P E E K ( 1 0 4 ) * 2 5 6 + P E E K ( 1 8 3 )
R0  3 1 0  I F  L I N E O D L N E  T H E N  9  " M E M g  "2 . 5 1 R S C

L I N E ) ; "  I M O U H M E U ". E N D
OZ 3 2 0  I F  C N K S U M O C H K  T H E N  ?  ' E R R O R  I N  D O

TA A T  L I N E  " ; S I R S ( L I N E ) : E N D
ZF 3 3 0  R E T U R N
ZO 1 8 0 0  D A T A  0 0 3 3 0 0 2 0 2 7 2 0 A9 0 0 8 0 2 F 0 2 0 1 9 3 C 8 0

0 2 D 3 A9 0 0 0 0 E 7 0 2 8 5 0 E 0 9 3 8 8 D E 8 0 2 8 5 0 F A9 2 0 8 5
0 A A 9 2 0 8 b 0 0 1 8 6 0 4 C 1 8 3 9 4 8 A s c 8 8 0 0 A , 4 0 9 6

H I  1 0 1 0  D A T A  D 4 8 D 1 AD 0 A9 3 0 8 D 0 0 0 2 6 8 4 0 4 8 0 5 0 9
8 0 0 AD 4 8 D 1 AD 0 A9 4 0 8 D 0 0 0 2 6 8 4 0 4 8 A5 8 3 8 0 0 AD 4
8 D 1 AD O A9 S B6 D 0 0 0 2 6 8 4 0 4 8 A9 0 E 8 0 1 / , 4 9 8 5

GO 1 0 7 0  D A T A  D 0 A 9 8 2 8 0 0 0 0 4 8 D I A D 0 0 0 0 A D 4 8 D 1 8
D O A9 E 0 0 0 0 9 0 4 6 8 4 0 7 0 ( 0 0 0 4 4 0 0 5 3 0 4 0 4 0 4 0 4 0 4
0 4 0 4 0 4 8 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 8 4 0 4 0 4 0 4 , 3 7 2 7

AN 1 0 3 0  D A T A  0 4 0 4 8 4 0 4 0 6 8 0 2 0 4 2 0 0 5 2 2 0 4 1 7 6 2 0
0 9 7 0 8 0 0 0 0 2 0 / 2 0 8 0 0 1 0 2 4 C 6 2 E 4 A9 0 0 8 0 2 F 8 2 0 0
9 5 1 3 0 9 0 6 E 5 2 E 0 E 0 2 0 D 0 F 6 2 0 0 8 2 6 2 0 2 1 , 4 0 9 5

OR 1 8 4 0  D A T A  3 8 2 0 6 A 2 E 2 0 5 8 3 3 A 9 5 8 8 0 0 7 D 4 8 D F 4
0 2 0 .2 0 0 1 3 D 4 E 2 1 9 D 0 0 5 8 BD AE 2 2 9 0 0 0 5 9 0 D AE 2 3 9 D
0 0 5 A B D A E 2 4 9 0 0 0 5 8 E 8 0 0 E 5 0 9 0 2 8 D I D , 5 1 6 3

ON 1 0 5 8  D A T A  0 0 A 9 0 1 8 D 6 F 0 2 0 9 0 0 8 0 0 8 0 2 A 9 0 3 0 0
O F D 2 A9 7 6 0 0 3 0 0 2 0 9 2 0 8 0 3 1 0 2 0 2 0 8 0 0 4 3 2 1 9 0 CO
0 2 C A1 0 F 7 2 0 9 0 2 1 0 9 1 C 8 5 0 0 2 0 F 1 2 9 0 9 , 5 0 6 2

OM 1 0 6 0  D A T A  0 0 0 2 5 F 9 0 0 0 5 7 C A I 0 F A 2 0 5 1 2 ( 2 0 4 C
2 1 0 9 3 F 8 D 2 f 0 2 4 8 9 E A2 2 0 4 9 0 7 2 0 5 C E 4 A9 C 0 8 0 8 E
D 4 6 0 3 4 7 0 0 0 0 0 0 C 0 0 1 4 0 6 8 2 0 2 0 A8 D 6 D , 4 6 8 4

OF 1 0 7 0  D A T A  2 1 9 D 0 1 5 5 7 C 0 1 0 E 7 0 2 2 1 0 0 7 8 2 1 9 0 0 7
5 2 C A1 0 F 7 A9 8 4 8 D 9 2 2 0 0 9 0 6 8 0 1 4 2 0 6 0 2 9 2 E 2 4 2 9

INDIAN GOLD
2 1 2 E 0 0 2 7 2 E 2 C 2 4 2 2 7 9 0 0 2 2 6 9 6 C 6 C 0 0 , 4 3 0 3

CW 1 0 8 0  D A T A  2 8 6 1 6 C 7 3 6 1 6 C 6 C 0 0 6 6 6 f 7 2 0 0 2 E 6 5
7 7 0 0 2 1 7 4 6 1 7 2 6 9 0 0 3 5 7 3 6 5 7 2 4 9 0 0 4 8 8 5 C 8 4 2 5 1
8 6 C C 9 I C BC 8 0 0 V BE 8 E 0 5 8 0 0 1 4 6 0 0 0 0 0 , 5 4 1 5 '

1 5  1 0 9 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 5 0 1 0 1
0 1 0 1 0 1 0 1 0 1 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 1 , 7 8

OK 1 1 0 0  D A T A  O D 0 1 - 0 F O U O U O F 0 0 0 0 0 0 C O C O C O C O C O
0 0 0 0 0 0 0 1 0 0 0 4 0 0 0 1 0 0 0 0 0 0 0 4 0 0 1 0 0 1 0 0 1 0 0 1 0 0
0 0 0 0 0 0 0 0 0 0 0 4 0 0 4 0 0 0 0 0 0 0 0 0 0 0 0 1 0 8 , 1 3 6 1

AV 1 1 1 0  D A T A  3 0 4 0 8 0 0 0 4 0 3 0 0 0 8 0 3 0 1 0 2 0 1 0 0 0 O 2
2030060000800800030420400000000e0ee384
0 7 0 7 1 7 1 7 5 7 0 0 0 0 4 0 4 0 5 0 5 0 5 4 6 4 6 7 6 7 , 1 7 7 0

EL  1 1 2 0  D A T A  0 3 A A A A A A 2 A 0 A 5 5 5 5 0 0 A A A A A A A 8 A 0
0 5 1 0 0 5 9 4 1 0 1 0 1 0 1 0 5 0 0 4 5 0 1 0 0 4 0 4 0 4 0 4 1 0 1 0 1 0
1 0 0 5 0 0 0 0 0 0 0 4 0 4 0 4 0 4 5 0 0 0 0 0 0 0 0 2 0 1  , 2 0 4 5

MY 1 1 3 0  D A T A  O F 0 3 0 3 0 F 3 F 3 F O O P O F O C O C O P O F C F C
3 F 3 F 3 F 3 F 3 F 0 F 0 0 0 0 P C F C F C F C F C F 0 0 0 0 0 0 0 0 0 0 0
0 0 8 0 8 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 A 0 0 8 0 0 0 0 , 4 2 0 2

OG 1 1 4 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 3 0 D I D A5 F D S D 3 D 0 0 0 0 0 0 F 0 5 C F C F O F 0 0 0 0 1 0 3 0 1
0 4 1 0 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 2 4 2 1

ET  1 1 5 0  0 4 1 4  0 5 8 1 . 0 1 0 5 . 0 0 0 0 0 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0
8 0 0 0 0 0 0 0 0 0 0 1 0 1 0 0 4 0 4 0 4 0 4 0 4 0 1 0 1 0 4 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 4 1 5 1 5 0 0 0 0 , 9 4 0

R J 1 1 6 0  D A T A  0 1 0 5 5 4 5 4 1 4 0 0 1 5 5 0 4 0 0 0 0 8 0 0 0 0 0 0
0 0 0 0 0 0 0 0 5 5 0 0 0 0 0 0 0 5 0 F 0 5 0 5 5 5 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4 0 2 , 5 7 1

KM  1 1 7 0  D A T A  0 2 0 4 2 4 2 A 2 A 2 A 8 0 0 0 0 0 8 0 4 0 6 0 A 0 6 0
2 0 2 A2 A2 A2 4 2 A 2 4 0 0 4 0 6 0 6 0 6 0 6 0 6 0 A 0 0 0 0 0 0 0 0 0
O O F F 0 0 0 0 0 0 0 0 0 0 0 0 0 8 F 1 ' 0 0 2 0 2 4 0 0 0 0 , 2 6 5 2

P6  1 1 8 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 2 0 2 0 2 4 0 0 0 0 0 0 0 0 0 0
0 5 1 5 5 5 7 F 5 5 7 F 7 F 7 F 5 5 5 5 5 0 0 0 5 D D D 0 0 0 0 5 6 7 1 1 6 5
5 5 0 0 0 0 0 0 0 0 5 0 D 0 5 4 5 0 0 0 0 0 0 0 0 0 0 2 0 2 , 2 9 3 4

PY 1 1 9 0  D A T A  0 2 0 1 0 4 0 4 0 / 0 1 8 0 8 0 8 0 4 0 1 0 1 0 0 0 0 0
0 7 0 7 0 7 0 7 0 7 0 7 0 6 0 0 0 0 0 0 0 0 0 0 0 0 0 0 5 0 0 0 0 0 0 0 0 A
2 4 2 4 2 A 2 0 2 4 0 0 0 0 0 0 8 0 8 0 0 0 0 0 0 0 2 0 1 5 , 3 1 9 9

G I  1 2 0 0  D A T A  6 5 4 2 A 2 A 2 8 2 8 2 8 0 4 0 8 0 8 0 0 0 8 0 0 0 0 0
0 0 1 0 4 4 0 1 0 3 0 7 0 3 0 3 0 4 4 1 1 1 1 1 3 3 2 2 3 3 3 3 0 3 0 3 0 3
0 3 0 3 0 3 0 2 0 3 3 3 3 3 3 3 3 3 3 3 3 3 2 2 3 3 0 0 0 0 , 2 3 3 5

5 J  1 2 1 0  D A T A  0 0 0 0 0 0 0 0 5 5 1 5 0 0 0 0 0 0 0 0 3 0 3 0 7 P 7 F
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 3 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 4 4 0
4 0 1 0 1 0 1 0 4 0 4 0 1 8 0 5 0 0 0 0 0 0 0 0 0 0 4 1 4 5 , 1 0 3 2

EL  1 2 2 0  D A T A  5 0 1 0 1 0 0 4 0 1 0 0 4 0 1 0 0 4 0 4 0 4 1 0 4 0 0 0
8 9 0 8 0 8 0 8 8 8 0 8 F 8 3 F 0 0 4 0 1 0 1 0 1 0 1 0 1 0 F C F 8 0 8 0 8
0 8 0 8 0 8 0 9 0 8 1 0 1 0 1 0 1 0 1 0 4 0 0 0 0 0 0 0 0 0 , 1 4 8 6

KO 1 2 3 0  D A T A  0 0 0 0 0 0 0 0 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 A
A7 A8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 6 6 0 0 0 0 0 0 0 0 0 0 C 3 O F F
AE E BBAE F F E 3 0 0 0 F F A9 P D F D A9 F D E BBE , 4 2 1 0

RY 1 2 4 0  D A T A  F F 0 0 O 3 0 0 0 0 0 0 E D B9 F E O C O F 0 0 0 0 0 0
0 0 0 0 0 8 0 0 0 2 0 0 0 2 0 4 0 0 0 0 0 0 0 2 AAA8 8 0 0 0 2 0 4 0 8 0
0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 2 1 2 2

MY 1 2 5 0  D A T A  0 0 0 0 0 0 0 0 0 0 5 5 0 0 0 0 0 0 0 8 8 0 0 0 0 4 5 4
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 5 0 5 8 5
5 5 0 5 0 5 0 5 8 5 5 5 5 5 P F A A 5 5 5 S P F A A F F F F , 3 3 2 5

JX  1 2 6 0  D A T A  E F E F E E E F E F E 0 2 4 5 5 5 5 2 4 2 4 5 5 5 5 2 4
0 8 0 0 0 0 0 3 0 3 0 3 0 3 3 3 0 0 0 0 0 0 0 0 0 0 C C C C C C 3 3 3 3 3 3
3 F 0 F 0 3 0 3 0 3 C C E C F O C O C O C O C 0 0 0 0 0 0 0 , 4 6 7 7

I M  1 2 7 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 C
3 3 0 8 0 C O 3 0 0 0 0 0 0 0 0 3 3 C 0 C C E 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2
0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 4 0 2 4 0 0 0 0 0 0 0 0 0 0 , 1 0 0 1

DA 1 2 0 0  DATA e0004eA8el 0000000000003063r e3
O F 3 E E P F P C O F O BC C O F O F C E F F E AAl2 1 0 1 0 4 4 4 4 4 4
1 0 0 8 0 8 8 8 2 0 0 8 0 8 0 8 0 8 0 0 0 0 0 0 0 0 0 0 0 0 , 3 7 6 8

PT 1 2 9 0  D A T A  0 0 0 0 0 8 0 8 0 8 0 8 0 8 0 8 0 8 0 8 2 0 0 8 A 0 2 0
0 0 0 8 0 8 2 8 2 0 0 8 0 8 2 0 0 AAA4 0 2 0 2 0 2 8 A0 0 8 2 0 4 8 2 2
0 2 0 8 2 A 4 4 4 A A A 2 A 2 0 0 8 0 0 0 0 0 8 0 0 0 6 1 2 , 2 7 9 4

HR 1 3 0 0  D A T A  1 2 1 2 0 4 0 4 2 4 2 0 F 8 3 8 0 8 0 C F P 1 2 1 2 1 2
0 6 0 0 0 0 0 0 F C 3 C 3 C 0 8 0 8 0 8 2 8 0 0 0 0 0 5 1 F 1 5 0 5 0 3 0 3
0 3 0 0 4 0 0 0 5 0 4 0 3 0 0 0 0 0 3 3 0 F 0 3 0 3 C 3 3 3 , 2 2 4 0

RP 1 3 1 0  D A T A  0 E 0 3 0 0 0 0 0 0 0 0 3 C C 0 0 0 0 0 0 8 1 C 1 C 5 D
7 F 3 E 3 E 1 4 0 8 0 0 0 0 1 C 1 4 7 5 0 4 0 6 5 7 1 0 3 0 0 0 0 0 0 0 0 0
0 8 3 E 2 4 7 F 7 F 7 F 5 D 4 1 0 0 4 1 0 0 0 8 6 D 5 0 5 2 , 2 0 9 1

WA 1 3 2 0  D A T A  8 5 C / 0 3 0 3 2 5 2 8 5 C C 6 0 4 9 0 0 8 5 C 8 4 2 F E
0 / 5 3 8 5 C C E 8 E 0 1 4 F 0 1 6 A5 C C 9 0 3 2 5 2 4 5 C 1 3 9 D 5 8 5 2
1 8 6 9 3 0 0 5 C 0 9 0 E 4 E 6 C C 4 C 1 2 2 6 6 0 0 2 0 7 , 6 4 1 2

X5  1 3 3 0  D A T A  6 D E 6 2 4 1 0 4 0 5 1 1 9 D 4 8 5 0 9 D 5 8 5 0 9 0 5 8
5 8 C AI O E E 6 0 2 0 0 2 2 7 2 0 0 7 2 7 2 0 0 C 2 7 2 0 6 6 2 7 0 6 1 3 4

continued i r
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INDIAN GOLD
BI T 5 C 2 8 8 5 1 3 2 2 9 0 1 f 0 0 3 2 0 7 9 2 6 A5 6 2 2 9 , 5 3 0 6

KA 1 3 4 0  D A T A  0 2 F 0 0 3 2 0 A 9 2 6 A 5 8 2 2 9 0 4 F 0 0 3 2 0 8 0
2 6 A5 6 2 2 9 0 8 F 0 0 3 2 0 9 0 2 6 6 0 4 2 0 0 A9 0 0 8 5 6 4 A0 1 4
2 0 A2 2 7 C 8 C 8 C O I C D 0 F 7 6 0 4 2 1 8 4 O 7 8 2 6 , 4 9 2 0

ON 1 3 5 0  D A T A  A 0 0 0 2 0 9 A 2 6 A 0 0 2 4 C 9 A 2 6 4 9 0 0 8 5 8 4
4 2 0 4 2 0 9 0 2 7 E 8 E 0 1 2 D 0 F 8 6 0 4 0 2 C 2 0 9 A2 6 4 0 2 E 4 C
9 4 2 6 4 9 C 4 8 D C 7 0 2 4 9 F F A2 1 F 9 D 6 0 5 8 9 D , 5 4 3 6

UC 1 3 6 0  D A T A  1 0 5 1 3 C A1 0 F 7 E 8 A/ E C 9 D 0 0 5 3 9 0 0 8 5 4
9 D 0 0 5 5 9 D 0 0 5 6 9 D E 0 5 6 E 8 D 0 F E A0 1 2 2 0 3 6 2 7 C 0 1 E
D 0 F 9 A2 0 A2 0 1 6 2 7 E 0 1 2 D 0 F 9 A6 8 AD D 5 C , 6 1 8 7

ON 1 3 7 8  D A T A  2 8 8 5 6 2 2 9 0 1 F 0 0 3 2 0 5 6 2 7 A 5 6 2 2 9 0 2
F 0 0 3 2 0 7 4 2 7 A5 0 2 2 9 0 4 F 0 0 3 2 0 6 0 2 7 A5 8 2 2 9 0 8 F 0
0 3 2 0 6 1 1 2 7 6 0 4 9 E 8 8 5 6 4 A0 1 2 2 0 1 1 2 2 7 8 8 , 4 6 8 0

MO 1 3 8 0  D A T A  1 C 2 0 A2 2 7 A9 0 0 8 5 1 3 4 4 0 1 4 2 0 A2 2 7 C 8
C 8 C O I C O O F 7 E 8 E 8 6 0 A/ E 8 8 5 1 3 4 4 2 0 8 2 0 4 2 2 7 A2 1 2
2 0 4 2 2 7 A 9 0 0 8 5 6 4 A 2 0 A 2 0 A 2 2 7 E 8 E 8 E 0 , 5 8 9 6

TT 1 3 9 8  D A T A  1 2 D 0 F 7 C 8 C 8 6 0 4 1 2 0 0 2 0 1 6 2 7 E 0 0 4 D 0
F 9 6 0 A2 1 2 2 0 1 6 2 7 E 0 1 AD 0 F 9 6 0 A0 0 0 2 0 3 6 2 7 C 0 1 4
D O F 9 6 0 A0 1 C 2 0 3 6 2 7 C O 3 0 0 0 F 1 6 0 AD 1 F , 5 4 4 7

I N  1 4 0 0  D A T A  D O C 9 0 6 F O O AAD 8 4 8 2 D 0 F 4 AD 8 4 0 2 F 0
F 8 6 0 2 0 F D 2 5 1 5 5 1 3 4 9 1 C 8 C 8 E6 0 4 4 5 0 4 / 1 C 8 C 6 8 4 8 8
6 0 2 0 9 0 2 7 E 8 E 6 8 4 E 6 1 1 4 2 0 9 0 2 7 C 6 B4 C 6 , 7 3 0 4

LN 1 4 1 0  D A T A  1 3 4 C 4 6 0 A9 E 8 8 5 1 3 4 4 0 0 0 2 0 A2 2 7 C 0 C 8
C O 3 0 D 0 F 7 6 0 A9 E 8 8 5 0 4 A2 0 2 2 0 9 0 Z 7 E 8 E 0 1 8 D 0 F 8
6 0 A2 0 0 4 0 1 3 2 7 A2 1 8 4 C 6 3 2 7 4 0 0 0 2 0 C 3 , 6 2 2 4

ON 1 4 2 0  D A T A  2 7 4 0 0 2 4 C C 3 2 7 A0 2 C 2 1 3 C 3 2 7 A0 2 E 4 C
C 3 2 7 2 0 4 E 3 3 8 0 2 F 0 2 8 5 C F 2 0 5 8 3 3 2 0 2 1 3 8 7 0 6 A2 E
A9 0 5 2 0 F 1 2 C A9 0 4 8 D 9 2 2 0 8 D 9 4 2 0 2 8 9 A, 4 1 6 9

ES 1 4 3 0  D A T A  2 1 2 0 2 E 2 6 A 5 8 A C 9 1 E 1 0 0 8 A 2 0 2 2 0 6 D
3 3 4 C 2 7 2 8 1 1 2 0 1 2 0 6 0 3 3 A6 BABD 5 C 2 0 3 1 0 0 6 2 0 0 F 2 0
4 C 4 0 2 D 2 9 6 0 F 0 1 E 2 9 2 0 F 0 1 4 A0 0 7 0 9 D 6 , 4 0 2 2

WL 1 4 4 0  D A T A  2 4 9 9 4 0 5 6 9 5 4 8 5 6 9 9 5 0 5 6 1 9 9 5 8 5 6 8 8
1 0 E E 2 0 4 3 2 6 4 C 3 5 2 9 2 0 8 3 2 6 4 C 3 5 2 9 0 0 2 4 0 6 4 C 7 6
2 8 8 4 4 3 C O 2 5 8 D C 3 0 A0 D 8 4 8 5 8 F 0 6 0 9 8 7 , 3 9 8 7

WF 1 4 5 0  D A T A  0 9 0 7 0 9 8 0 8 8 2 C O 5 8 0 8 0 8 0 8 5 0 7 0 0 8 0
8 0 8 0 0 5 8 0 8 0 8 0 4 4 4 5 8 0 0 5 8 4 8 4 0 3 8 1 3 0 6 0 1 3 0 9 A5 BA
0 4 AABD A3 2 8 8 D Al 2 BE 8 BD A3 2 8 8 D A2 2 8 , 4 8 0 1

ZO 1 4 6 0  D A T A  4 C 0 0 0 0 3 0 2 9 3 0 2 1 3 D 2 9 3 D 2 9 3 0 2 9 3 D
2 9 3 i 2 V 3 0 2 9 7 3 2 A4 0 2 9 AE 2 A7 3 2 A1 D 2 9 3 D 2 9 4 2 2 9
2 9 2 c 5 3 2 0 3 D 2 9 1 D 2 9 C O 2 0 3 0
,
2 9 3 D 2 9 3 D , 2 7 5 1

e V 1 4 7 0  D A T A  2 9 3 4 2 A 9 6 2 6 3 D 2 9 3 D 2 9 4 3 2 A F 1 2 9 4 9
2 4 9 1 2 C 3 0 2 9 4 F 2 AE D 2 C F 1 2 9 E D 2 C 3 D 2 9 6 4 2 A6 A2 0
5 1 3 2 AD 8 2 C 3 D 2 9 E D 2 C 3 D 2 9 4 6 2 9 4 4 2 9 3 D , 3 8 5 9

AD 1 4 8 0  DATA 2.9.E. /2133D293Dz/3D2'ADAAD22. / i f
3 8 E 9 0 C 9 0 F 6 1 8 6 9 0 2 0 AA8 AD 0 AD 2 2 9 0 F 3 8 E 9 0 5 9 0
f61669010AAA4cA227AE332/ Ac3429, 4339

RW 1 4 9 0  D A T A  4 G A2 2 7 0 0 0 0 2 0 4 0 2 D A1 3 F 8 D 2 F 0 2 6 0
A9 0 3 D 0 O AA9 0 2 D 0 0 6 A9 8 4 D 0 0 2 A1 0 1 8 S O F 2 0 8 3 2 6
A9 0 0 4 0 9 9 0 0 5 3 1 1 E 0 5 3 C 8 D 0 F 7 A8 0 7 8 9 , 4 8 9 3

05 1 5 0 0  DATA cc24998AbD99e858e9D62499905A
9 9 9 8 5 0 0 9 E 9 2 1 9 9 8 0 5 8 9 9 8 8 5 8 9 9 O 0 5 8 9 9 C 8 5 0 8 9
D E 2 4 9 9 0 0 5 6 9 9 A 8 5 6 8 8 1 0 D 3 A / 7 2 8 5 6 4 , 6 6 1 8

FR 1 5 1 0  D A T A  A2 0 6 A0 0 D 2 0 9 0 2 7 C 8 C 8 C O 2 3 0 0 F 7 E 8
E 0 0 C 0 0 F 0 A9 7 0 8 5 0 4 4 2 0 C A0 0 E 2 0 9 0 2 7 C 8 C 8 C O 2 2
D O F 7 L 0 E 0 1 2 D 0 F 0 A9 7 4 0 5 0 4 4 0 1 7 4 2 0 E , 6 6 7 1

WI  1 5 2 0  D A T A  2 0 9 0 2 7 E 0 E 8 1 2 0 0 F 8 4 / 7 6 8 5 B 4 A 2 0 F
A0 1 0 2 0 A2 2 7 A0 1 E 2 0 A2 2 7 A9 7 A8 5 C 8 A6 C F 0 D 6 D 5 2
F 0 0 3 2 0 2 3 3 1 4 C 3 5 2 9 F F F F E 8 t 8 E 8 E B F F , 6 3 6 5

GJ 1 5 3 0  D A T A  F F A9 1 C 2 0 F F 2 C A5 6 0 C 9 8 5 F 0 0 5 A2 0 3
2 0 6 1 1 3 3 A0 1 F 0 9 E E 2 4 9 9 6 8 5 8 8 8 1 8 F 7 A9 E C 8 5 1 1 4 4 9
1 7 8 5 8 D 2 0 0 9 2 9 C 6 0 D A5 9 D 0 0 P 1 4 2 0 0 2 0 , 6 0 3 8

OM 1 5 4 0  D A T A  2 A 2 4 4 2 1 8 2 8 2 A 2 A 4 C 3 5 2 9 A 0 0 2 2 0 4 2
2 7 4 0 2 C 4 C A2 2 7 2 0 D 2 2 7 2 0 D C 2 7 2 0 E 6 2 7 2 0 4 1 9 2 6 4 C
F 1 2 9 2 0 D 2 2 7 4 C 6 4 2 1 4 2 0 D 2 2 7 4 C 5 E 2 A2 0 , 3 9 2 6

FH 1 5 5 0  D A T A  D C 2 7 2 8 9 0 2 6 4 C F 1 2 9 2 0 1 1 2 2 7 2 0 D 7 2 7
2 0 E 6 2 7 4 C F 1 2 / 2 0 D C 2 7 4 C F 1 2 9 2 0 D 7 2 7 2 0 8 1 3 2 6 4 C
F 1 2 9 1 1 9 1 6 2 8 F F 7 C 2 0 4 3 2 6 A9 C 0 8 D C 7 8 2 , 4 9 2 1

JV 1 5 6 0  DATA A900A03f996058881er AA0I r o90E
2 5 9 9 6 0 5 1 3 8 0 1 0 F 7 A9 1 E8 5 1 3 D A/ EC O 5 1 1 4 7 8 0 9 2 9 A9
F 0 8 5 0 4 2 0 0 9 2 9 C 6 8 D D 0 E E 4 C 3 5 2 9 2 0 0 3 , 5 6 3 9

GM 1 5 7 0  D A T A  2 6 4 0 0 F 1 3 5 C E 2 4 9 9 8 0 5 6 6 9 4 4 7 5 9 9 9 0
5 1 3 8 8 1 0 F 1 A9 0 0 4 8 9 9 0 0 5 3 9 9 8 0 5 4 C 8 D 0 F 7 A0 9 0 A9
E C 8 5 0 4 9 9 2 F 5 6 A9 E 8 9 9 C F 5 5 8 8 D 0 F 1 A2 , 6 4 5 5

GM 1 5 8 8  D A T A  0 8 0 0 1 8 2 0 A 2 2 7 C 8 2 0 A 2 2 7 A 2 0 A A 0 1 9
2 0 4 2 2 7 C 8 C 0 1 P D 0 F 8 A2 0 C C 8 2 0 A2 2 7 8 8 C 0 1 6 0 0 F 8
A9 F 2 8 5 1 3 4 A2 0 D A0 1 6 2 0 4 6 2 8 C AC 8 C 0 1 C , 5 5 9 6

DO 1 5 9 0  D A T A  D O F 7 C 8 E6 8 4 E8 2 0 4 1 3 2 1 1 C 8 C O 2 3 D 0 F 7
A9 7 0 8 5 1 3 4 A0 I C A2 0 ( 2 0 4 8 2 8 E 8 E 0 1 3 D 0 F 8 A9 7 A8 6
C 8 4 9 0 6 0 5 6 9 A0 1 AA9 F E 8 5 1 3 4 A2 1 1 2 0 4 8 , 6 8 6 9

OL 1 6 0 0  D A T A  2 1 1 E 6 0 4 A2 1 3 2 0 4 8 2 8 4 C 3 5 2 9 2 0 F D 2 5 .

4 5 0 4 9 1 0 6 6 0 2 0 8 3 2 6 4 9 7 4 8 5 0 9 4 0 1 F 8 9 7 6 2 1 3 9 9 8 0
5 8 8 8 1 0 F 7 A9 7 0 8 5 1 3 4 A2 0 2 4 0 1 6 2 0 A2 2 7 , 5 3 9 8

F I  1 6 1 0  D A T A  2 8 5 0 3 3 4 C 3 5 2 9 0 5 1 5 1 D D 5 3 5 D 5 1 5 0 5
0 0 4 0 4 0 4 0 4 0 4 0 0 0 0 0 0 5 0 5 0 5 0 5 0 1 0 3 0 3 0 F 4 0 5 0 5 0
5 4 5 5 5 4 3 0 1 0 2 0 6 3 2 6 A D 7 5 5 2 0 0 1 F A O I F , 3 8 7 9

ZC 1 6 2 0  D A T A  8 9 9 4 2 5 9 1 8 0 5 8 8 8 1 0 F 7 A 9 7 0 8 5 B 4 A 2
O AA0 1 1 2 0 1 1 7 7 7 1 8 E 8 E 0 1 2 0 0 F 7 2 0 5 8 3 3 4 C 3 5 2 9 7 0
6 3 2 6 A 0 1 F 0 9 5 4 2 5 9 9 8 0 5 0 8 8 1 0 F 7 A 9 7 0 , 5 6 4 2

OM 1 6 3 0  D A T A  8 5 6 4 4 2 0 E A0 2 8 2 0 0 1 2 2 7 4 9 7 3 8 5 8 4 C 8
E 8 2 0 4 6 2 8 E 8 2 0 4 8 2 8 4 C 3 5 2 9 2 0 6 3 2 6 A0 1 F 8 9 6 A2 5
9 9 8 0 5 1 3 8 8 1 0 F 7 A9 F 0 8 5 6 4 4 2 0 0 4 0 0 0 2 0 , 6 4 4 8

JK 1 6 4 0  D A T A  A2 2 7 C 0 C 8 C O 3 0 D 0 F 7 E 8 E 0 0 9 D 0 F 0 A2
0 6 4 0 1 8 2 0 1 1 2 2 7 A2 0 8 AD 7 6 5 2 F 0 0 2 A9 F 0 8 5 6 4 7 0 A2
2 7 A9 E 2 8 5 O 8 4 C 3 5 2 9 2 0 1 3 4 2 6 2 0 / 8 .2 C 4 0 , 6 0 4 0

EY 1 6 5 0  D A T A  1 F 0 9 7 A 2 S 9 9 8 0 5 0 8 8 1 0 1 7 A 2 0 1 A 9 Z A
0 D 6 E2 C A9 1 0 8 D 6 F 2 C AC 6 E2 C 2 0 7 0 2 C 2 0 4 1 5 2 0 C 0 D D
6 F 2 C D 0 F 4 E 8 c L 6 E 2 C L E 6 F 2 C AD 6 F 2 C C 9 , 5 5 2 5

Z K 1 6 . 6 0  D A T A  4 0 D 0 E 3 A 0 7 2 5 2 F 0 0 3 2 0 E 0 3 1 4 C 3 5 2 9
0 0 0 0 AD 0 AD 2 2 9 0 3 1 8 6 9 F 0 8 5 8 4 6 0 0 0 5 3 8 5 C C A0 0 0
8 4 C 8 6 1 C 6 C 9 E C D 0 0 4 A9 0 8 9 1 C 8 C 8 D 0 F 3 , 6 1 0 4

G J 1 6 7 0  D A T A  E6 C C A5 C O C 9 5 6 D 0 E1 1 6 8 2 0 1 1 3 2 6 A0 0 F
89ce2499805e8610r 7r 9F1e584A210A8142646
2 1 1 C 8 C O I C D O F 8 F 8 E0 1 4 1 5 0 F I C 6 8 4 C AA8 , 7 0 2 3

ON l b a o  D A T A  1 4 2 0 4 0 2 8 4 0 1 8 2 0 4 6 2 8 E 0 1 0 D 0 F 1 A D
7 4 5 2 F 0 0 3 2 0 E 0 3 1 4 C 3 5 2 9 4 8 0 7 4 9 5 5 9 9 F 8 5 6 8 8 1 0
F A2 0 3 C 2 0 A9 F F 0 D 4 0 5 3 4 C 3 5 2 9 AD O AD 2 , 5 0 1 8

TG 1 6 5 0  D A T A  2 9 0 3 AA8 D F 0 2 C O 5 6 A4 C F 1 2 9 2 2 1 C 2 1
2 2 8 5 6 3 8 5 0 9 0 5 C 8 6 0 1 1 0 1 9 8 9 2 6 2 0 9 9 8 C 5 2 6 9 1 7 9 9
AA5 2 A9 0 C 9 5 C 8 5 2 8 8 1 0 E D A9 1 6 8 D 8 3 5 2 , 5 5 9 0

ZZ 1 7 0 0  D A T A  A 9 0 E 8 D D 1 5 2 6 0 0 0 0 1 0 5 0 8 0 2 0 7 0 3 0 4
0 9 0 A0 D 1 1 1 3 1 4 1 9 2 7 1 F 2 6 2 9 2 0 2 E 3 0 3 1 3 2 1 D 0 0 A2
0 1 8 6 C 9 BD 8 C 5 2 C 5 0 4 D 0 1 0 8 A0 A0 A8 5 8 4 , 3 2 6 8

ZT 1 7 1 0  D A T A  BD AA5 2 1 1 8 BD C 8 5 2 AA2 0 A2 2 7 E 6 C 9 A6
C 9 E 0 1 AD O E 1 6 0 0 0 6 E 6 F 7 4 6 0 6 9 8 E 6 7 0 1 7 3 7 8 6 1 6 4
6 5 0 2 7 3 6 5 6 5 6 4 7 3 0 3 6 2 6 5 6 1 6 4 7 3 1 1 4 6 2 , 5 4 9 5

KU 1 7 2 0  D A T A  6 F 6 1 7 4 0 5 6 A 6 1 6 D 0 0 6 A 6 1 7 2 0 6 7 7 6 1
7 4 6 5 7 2 0 0 6 2 6 F 7 4 7 4 6 c 6 5 0 7 6 3 7 2 6 F 7 7 6 2 6 1 7 2 0 e
6 8 6 9 7 4 6 5 0 9 6 0 6 5 7 9 0 A 6 2 6 F 6 E 6 5 0 e 7 0 , 4 2 4 0

KJ 1 7 3 0  D A T A  6 9 7 0 6 5 0 0 7 7 6 5 6 5 6 4 0 0 6 1 1 6 9 6 C 6 C 6 5
7 2 0 0 6 1 7 8 6 5 0 E 6 3 7 2 6 1 7 4 6 5 0 F 7 7 6 8 6 1 7 3 6 8 7 9 1 0
6 3 6 8 6 1 6 9 7 2 1 1 6 4 7 9 6 E 6 1 6 D 6 9 7 4 6 5 1 2 , 4 3 8 1

FO 1 7 4 0  D A T A  6 0 6 E 6 9 6 6 6 5 1 3 6 C 6 1 7 3 7 3 6 F 1 4 6 2 6 F
7 7 0 0 6 1 6 E 6 4 0 0 6 1 7 2 7 2 6 P 7 7 1 5 6 7 7 5 6 ( 1 6 6 C 6 F 6 7
1 7 7 7 6 1 7 4 6 5 7 2 0 0 6 4 6 9 7 6 6 9 6 ( 6 5 7 2 1 0 , 4 3 4 2

UG 1 7 5 0  D A T A  7 0 6 9 6 E 1 1 6 1 1 6 5 7 9
1
1 A 2 0 5 E 2 E A 2 0 0 0 0 .

5 1 2 f 9 0 0 6 5 2 E 0 E 0 0 D D O F S A4 0 0 8 C 6 E 2 c C e 8 c 6 F 2 C
A 0 0 0 0
.
3 6 4 2
D C D 6
F 2 c F 0
0 4 C 0
0 0 F 5 6
0 C 8 , 5
7 1 9 6

PF 1 7 6 e  D A T A  E 8 1 3 9 6 4 2 D C D 6 F 2 C F 0 0 7 9 D 0 6 5 2 E 0 2 9
D O E F 6 0 2 F 6 2 6 A6 5 6 3 7 4 0 0 6 8 6 5 6 C 6 4 0 0 1 D 6 0 0 0 9 8
9 9 0 0 5 2 C 8 C O 3 0 D 0 F 8 6 0 1 1 2 0 0 0 A9 0 0 0 5 C , 5 3 1 9

CG 1 7 7 0  D A T A  9 D 0 0 5 D E 8 D 0 F 7 6 0 4 6 8 1 0 1 0 0 0 8 4 4 D 9 8
9 D F 8 5 8 9 D F 8 5 C E8 C 8 C O 2 4 D 0 F 4 A2 0 0 A4 1 3 1 1 1 0 D A2 5
9 9 0 0 5 C BD E D 2 5 9 9 0 0 S D C 8 E 8 E 0 1 0 D O E E , 7 0 2 1

CF 1 7 8 0  D A T A  AD D 9 2 D D e 7 AE E D 9 2 E AD D 8 2 E 4 9 0 1 0 0
D e 2 E 8 8 A2 0 2 AD D O 2 E F 0 0 D O D E 7 2 5 9 9 0 0 5 C 8 8 C Ale
F 6 4 C C F 2 E 0 D E A2 5 9 9 0 0 5 1 1 8 8 C A1 O F 6 A5 , 6 1 8 8

'I'M 1 7 9 0  D A T A  8 0 8 0 0 0 1
,
8 8 D O I D 0 6 0 0 0 0 0 A 9
0 5 8 D I C

0 2 6 D 1 C O 2 D 0 1 1 3 6 0 4 9 0 0 8 D D 9 2 EAD 7 8 0 7 2 9 0 1 D 0 0 3
2 0 1 3 2 F 4 0 7 8 0 2 2 9 0 2 D 0 0 3 2 0 1 1 3 2 F AD 7 8 , 4 2 4 1

EA 1 8 0 0  D A T A  0 2 2 9 0 4 D 0 0 3 2 0 2 1 3 2 F 6 0 7 6 0 2 2 9 0 8 D 0
0 3 2 8 3 3 2 F 6 0 1 1 5 1 1 1 3 8 E9 0 8 4 C 2 0 2 F A5 B1 1 8 6 9 0 6 8 D
4 4 2 F A5 6 0 8 D 4 3 2 F 4 C 4 5 2 F A5 8 0 3 8 E 9 0 4 , 4 1 1 2

JP  1 8 1 0  D A T A  4 C 3 8 2 F 6 5 1 1 0 1 8 6 9 0 4 8 D 4 3 2 F A5 1 3 1 8 0
4 4 2 F 4 C 4 5 2 1 0 0 0 0 A0 4 3 2 F C 9 2 8 f 0 2 1 C 9 D 4 F 0 2 C AD
4 4 2 F C 9 1 0 F 0 3 4 C 9 E 0 F 0 4 7 6 5 O F F 0 0 A4 D , 5 5 2 4

EE 1 8 2 0  D A T A  4 4 2 F C 9 9 0 D 0 0 3 4 C 8 5 2 F 4 C C A2 F 6 0 C 6
BA2 0 F 0 2 7 A9 D 0 8 5 8 0 8 D 4 3 2 F 4 C 7 7 2 E E 6 BA2 0 F 0 2 7
A9 2 C 8 5 1 3 0 8 D 4 3 2 F 4 C 7 7 2 E A5 6 4 3 8 E 9 0 5 , 5 6 2 1

H i  1 6 3 0  D A T A  0 5 6 1 1 2 0 F 0 2 7 A9 D 8 0 5 8 1 8 D 4 4 2 F 2 8 6 A
2 E 4 C 7 7 2 E 4 5 6 4 1 8 6 5 0 5 8 5 0 4 2 0 F 0 2 7 A5 C F F 0 0 D A9
7 C 8 5 8 0 8 D 4 3 2 F A9 6 8 8 5 1 1 1 0 0 0 2 A9 1 0 6 5 , 5 7 8 6

WI  1 8 4 0  D A T A  8 1 8 0 4 4 2 F 2 0 6 A 2 E 4 C 7 7 2 E 6 D 4 3 2 F 3 0
E 9 2 0 4 A4 A8 D 3 4 2 9 AD 4 4 2 F 3 8 E 9 1 8 4 6 4 A4 A8 D 3 3 2 9
4 E3 3 2 9 2 0 F D 2 5 AC 3 4 2 9 1 1 1 C 1 3 8 5 6 5 C 8 1 1 1 , 4 8 2 8

DO 1 8 5 0  D A T A  C 0 8 5 0 6 1 0 1 8 6 9 2 F A8 1 1 1 C 6 8 5 6 7 C 8 8 1
cD651118112008505391cc9681eI6E0EA846er3AD
4 3 2 F 8 5 1 8 0 8 D 0 0 0 0 0 0 0 1 D 0 A0 4 4 2 F 8 5 8 1 , 6 3 5 6

KU 1 8 6 0  D A T A  4 C 7 7 2 E A 9 0 2 8 5 C 5 6 0 A 1 0 0 8 5 0 B A 2 0 8
9 6 7 8 5 2 C 4 1 0 F A8 5 C 6 2 0 6 A2 E A9 1 0 8 5 6 A2 0 F 0 2 7 2 0
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1 8 2 E A9 8 0 8 5 1 3 0 4 9 0 0 8 5 0 1 2 0 7 7 2 E 8 D 1 E , 5 3 9 2
NZ 1 8 7 0  D A T A  D O 6 O AD 8 4 0 2 F 0 0 3 4 C D 4 3 0 AD E 0 3 0 D 0

7 A8 9 0 1 8 D E 0 3 0 2 0 E 3 3 0 4 2 0 0 8 5 8 5 3 0 6 C C 9 6 8 1 0 6 8
E U E 0 0 4 0 0 F 3 A 2 0 0 0
,
5 1 1 5 C 9 0 4 1 0 0 D E 8
E 0 , 6 0 9 1

U0 1 8 8 0  D A T A  0 4 8 0 v 5 A 1 0 0 8 0 7 8 5 2 4 C A C 3 0 4 A 4 A 8 D
7 0 5 2 4 A8 D AA5 2 8 D 3 4 2 9 AD C 8 5 2 8 1 ) 3 3 2 9 4 9 0 0 9 D 8 C
5 2 2 0 F D 3 0 2 0 4 0 2 D A9 0 , 3 8 5 AF A5 S AF 0 2 1 , 5 4 4 8

RV 1 8 9 0  D A T A  AAAD E 1 3 0 9 D AA5 2 8 0 3 4 2 9 AD E 2 3 8 9 D
C 8 5 2 8 D 3 3 2 9 4 5 0 0 9 D 8 C 5 2 4 5 8 8 0 4 0 A8 5 1 1 4 2 0 2 A2 9
A D 7 8 5 2 8 5 0 0 2 0 1 8 2 E 6 0 A 9 0 0 8 0 E 0 3 0 0 0 , 5 4 7 1

GE 1 9 0 0  D A T A  0 0 0 0 0 0 4 1 5 1 3 1 8 D 4 4 2 F A5 0 0 8 D 4 3 2 F 2 0
C A2 F AD 3 4 2 9 8 D E 1 3 0 AD 3 3 2 9 8 D E 2 3 0 6 0 AE 3 3 2 9 AC
3 4 2 9 A9 0 0 8 5 0 4 4 C A2 2 7 A2 0 0 8 E 2 2 3 1 1 3 5 , 4 7 8 9

GY 1 9 1 0  D A T A  1 1 5 2 5 7 F 1 8 6 9 9 0 8 0 0 6 E 8 E 0 0 4 D 0 F 2 6 0
E E 2 2 3 1 6 0 0 0 A2 0 E 4 8 1 7 2 0 0 3 3 1 1 1 2 1 0 2 0 0 3 3 1 4 C 4 E
3 3 A5 C F F O 3 D AAC AA5 0 AD D 6 F 3 1 0 0 1 3 4 5 , 5 3 0 7

FA 1 9 2 0  D A T A  8 5 C 9 7 4 0 0 0 D 9 D 6 E 5 2 E 0 0 3 F 0 0 7 2 0 2 3
3 1 2 0 D 1 1 3 8 6 0 2 0 3 1 3 8 2 0 4 1 1 3 8 A9 0 0 0 0 7 1 5 2 2 0 5 8 3 6
A2 1 5 1 3 D 5 C 3 7 9 D 0 6 5 2 C A1 0 F 7 4 C 3 E 3 6 0 D , 4 4 7 4

WK 1 9 3 9  DATA 0 9 1 9 0 7 A 5 9 4 C 9 0 0 F0 2 D C 8 0 FF0 5 7 C 9
0 8 FO LCC9 1 0 FO I DC9 1 3 FO I AC9 0 1 3 F0 1 0 C9 1 E F0 4 3
C 9 2 8 F 0 0 5 C 5
,
1 8 F 0 7 1 . 6 0 4
C 2 D 3 2 4 C 8 8
3 2 , 5 4 8 3

Z A 1 9 4 0  D A T A  4 C 7 D 3 2 4 C 0 8 3 2 A5 B0 C 9 1 0 F 0 0 D C 9 0 E
0 0 2 3 4 5 0 5 C 9 F F D 0 1 D 4 C 0 F 3 1 4 5 1 3 5 C 9 F E D 0 1 4 A9 0 0
8 D 7 8 5 2 2 0 E 3 3 0 C E E 2 3 0 C E E 2 3 0 2 0 AC 3 0 , 6 2 5 6

MM 1 9 5 8  D A T A  2 0 C A2 F 6 0 A5 0 0 C 9 1 1 D 0 F 9 2 0 0 A3 1 AD
2 2 3 1 F 0 F 1 2 0 E 0 3 1 2 0 1 0 2 F 4 C 3 1 3 0 4 0 1 4 A2 8 A2 0 0 3
3 1 E 0 E 0 1 4 D 0 F 8 C 8 C 0 1 1 1 D AF I AS O AC 9 O F , 5 6 3 0

EP 1 9 6 0  D A T A  F 0 0 6 8 C 7 4 5 2 4 C 0 1 3 3 2 8 C 7 2 5 2 2 0 4 0 2 D
6 0 4 5 5 8 C 9 0 3 D 0 F 9 2 0 0 4 3 1 AD 2 2 3 1 F E I F I A2 AAAAI E
2 0 0 3 3 1 E 8 E 0 1 1 0 0 E 0 8 E 7 5 5 2 6 0 2 0 0 4 3 1 , 5 0 3 8

AZ  1 9 7 8  D A T A  A D 2 2 3 1 D 0 0 7 2 0 5 E 2 E 2 0 1 0 2 E 6 0 2 0 5 E
2 E A 9 1 F 0 9 4 0 3 2 9 9 0 6 5 2 8 8 1 0 f 7 6 0 2 6 6 1 6 4 6 5 6 4 0 0
6 E 6 F 7 4 6 5 0 0 7 7 6 8 6 9 6 3 6 8 0 0 7 2 0 5 6 1 6 4 , 4 0 6 7

PR 1 9 8 0  D A T A  7 3 0 0 3 5 0 0 0 0 2 6 3 2 0 0 2 3 2 1 2 C A 5 8 8 C 9
1 7 0 0 0 8 A0 1 F 0 9 2 A2 5 9 9 8 0 5 0 8 0 1 0 F 7 6 0 AE 8 E 5 2 E 0
1 0 D 0 3 3 4 2 0 2 4 0 1 6 2 0 0 3 3 1 2 0 E 3 3 0 A 2 0 0 , 4 2 8 1

NO 1 9 9 0  D A T A  8 E 8 E 5 2 A9 6 4 8 5 0 5 2 0 6 9 3 0 A8 1 F E 1 9 2 0
5 9 0 A9 9 2 0 5 0 8 8 1 0 F 6 AE C A5 2 AC AC 5 2 2 0 0 3 3 1 C AA9
7 0 0 5 0 4 2 0 4 2 2 7 6 0 A5 BBC 9 8 1 D O I C A5 1 3 0 , 5 5 3 9

JL  2 0 0 0  D A T A  C 9 BC D 0 1 6 A5 B1 C 9 9 8 0 0 1 0 2 0 5 E 2 E A0
1 C A9 D 0 3 2 9 9 0 A5 2 8 8 1 0 F 7 8 4 C A6 0 3 7 6 5 6 C 6 C 0 8 6 4
6 F 6 E 6 5 0 1 8 0 3 4 6 0 6 5 0 0 6 7 6 F 6 C 6 4 0 0 6 9 , 5 0 0 5

OX 2 0 1 0  DATA 7 3 0 0 7 9 6 F7 5 7 2 7 3 0 1 A 5 B A C 9 0 FF0 D C
A5 1 3 D0 D8 8 0 7 2 5 2 E 6 1 3 4 9 0 A8 8 C3 6 0 2 0 6 8 3 3 2 0 2 1
3 8 4 9 BC 8 D 0 2 0 0 A9 1 E AD C 2 0 2 A9 4 8 0 D 0 1 , 5 5 3 3

MA 2 8 2 0  D A T A  0 2 A0 0 AD 2 2 9 0 7 4 A6 D 9 0 D 2 6 D 4 6 3 3 8 D
A8 5 E A2 1 0 0 D 0 2 5 E 9 0 0 0 5 E E AD 0 F 7 AD C 2 0 2 4 9 1 E 0 D
C 2 0 2 4 C F 2 3 0 0 1 0 2 0 4 0 8 0 8 1 0 2 0 4 0 4 2 0 3 , 4 7 7 7

ZU 2 0 3 8  D A T A  A9 0 0 9 5 1 5 5 C A1 0 F 1 1 6 0 A9 0 0 8 D 7 0 5 2 8 D
7 0 , 5 2 4 9 0 0 AA9 D O O 5 E 9 D 0 0 5 F E 8 D AF 7 6 0 AD 0 8 0 2 2 9
0 3 1
-
0 2 7
8 E 7
1 1 5
2 8 0
8 0 5
2 D
0 1 F
E 0 0
0 F 8
1 1 3
,
5 7 4
1

LB 2 0 4 0  D A T A  0 0 9 C 3 3 8 D C 2 8 2 8 D C 3 0 2 AD 0 AD 2 2 9 5 F
8 D 7 C 5 2 E 0 0 3 0 0 0 3 4 C F 4 3 4 4 C D E 3 4 6 0 0 0 8 2 2 8 0 8 0 0
0 0 AE 7 0 5 2 F 0 F 4 AD 8 0 5 2 D 8 E F AD 7 C 5 2 D 0 , 5 7 2 5

VA 2 0 5 0  D A T A  E A2 0 7 6 3 4 AD 7 1 3 5 2 C 9 8 3 F 0 0 6 1 1 5 5 E D 0
0 4 A9 0 6 8 5 0 E 4 C 0 8 3 4 2 0 6 8 3 3 AE A1 3 3 4 D 7 0 5 2 A8 1 8
6 9 0 8 8 5 0 2 1 1 9 E 8 3 3 9 D 0 8 5 E E 8 C 8 C 4 0 2 D 0 , 5 2 7 2

TE 2 0 6 0  D A T A  F 4 A D A 0 3 3 8 0 0 2 0 0 6 0 0 0 4 8 A 0 8 8 5 C 3 0
4 2 0 0 0 0 8 0 0 0 0 8 5 C 3 D 1 4 0 0 0 8 0 2 0 5 1 1 3 A8 8 4 2 0 0 0 0
0 1 0 1 1 1 3 ABC 2 8 0 0 2 0 6 0 3 3 AE A1 3 3 AD 7 E , 3 7 2 4

GU 2 0 7 0  D A T A  5 2 A8 1 0 6 9 1 0 8 5 0 2 1 3 9 3 6 3 4 9 D 0 0 5 E 1 1 9
4 6 3 4 9 0 0 0 5 F E 8 C 8 C 4 0 2 0 0 E E AD A0 3 3 8 D 0 2 D 0 / 8 6 9
0 0 8 D 0 3 D 0 6 0 0 0 0 1 0 3 1 2 1 9 3 D 3 F 7 F 7 D 7 D , 4 9 2 7

LG 2 0 8 0  DATA 6 C6 4 4 4 4 4 0 ( 1 5 8 0 G 0 E 0 A4 G CDE FE FF
D I D F 9 1 3 9 3 1 1 1 1 3 8 5 4 0 0 0 1 0 1 3 1 A1 9 1 D I F I F I D I D I C
1 8 1 4 0 4 0 E 1 5 8 0 C 0 E 8 AC C C D C F C F C D C D C , 5 3 5 9

PT 2 0 9 0  D A T A  9 C 8 C 1 4 1 0 3 8 5 4 A5 1 3 1 3 3 E D A1 3 3 F 0 1 7
9 0 0 C AD A1 3 3 1 0 6 9 0 5 0 D A1 3 3 4 C 9 5 3 4 AD A1 3 3 3 8 E 9
0 5 0 D A1 3 3 A5 0 0 3 8 E 9 0 4 E D A0 3 3 F 0 2 5 9 0 , 5 4 2 2

GK 2 1 0 0  DATA 1 I E E A 0 3 3 1 1 0 0 3 3 E E 0 0 3 3 0 D 7 0 5 2 1 9
0 8 8 D7 D5 2 6 0 c E 4 0 3 3 CE A0 3 3 CE A0 3 3 A0 7 D5 2 0 9 1 0
8 D7 D5 2 6 0 A0 7 E 5 2 4 9 2 0 8 D7 E 5 2 AD7 D5 2 , 5 5 5 3

U0  2 1 1 0  D A T A  4 1 0 0 8 D 7 0 5 7 AD 7 C 5 2 F 0 0 3 C E 7 C 5 2 6 0
2 0 E ( 1 3 4 8 D A0 3 3 2 0 E 1 3 3 4 8 D A1 3 3 6 0 AD 0 AD 2 2 9 4 0 1 0
6 9 C C 6 O AD O AD 2 2 9 7 F 6 9 4 0 8 D A0 3 3 AD AA, 5 1 9 0

I F  2 1 2 0  D A T A  D 2 2 9 7 F 6 9 4 0 8 D A1 3 3 6 0 4 5 1 1 4 C 9 1 8 0 0
3 0 A5 BAC 9 0 3 F 0 3 7 1 4 0 7 5 5 2 D 0 3 2 AD 7 A5 2 D 0 2 E AS A0
C 9 5 8 0 0 2 7 2 0 5 0 3 3 A9 1 4 8 D 7 A5 2 8 D C 2 0 2 , 5 8 7 2

I A 1 0

DX 2 0
AC 3 0

AKE
SN 4 0
BA 5 0

INDIAN GOLD
WJ 2 1 3 0  D A T A  A9 O C 8 D C 3 0 2 1 1 0 0 3 1 1 9 6 7 3 5 AA2 0 5 6 3 5

8 8 1 0 F 6 A9 9 4 8 D A0 3 3 8 D 0 2 D 0 8 D 0 3 0 0 6 0 AD A8 3 3 3 8
E 9 0 2 4 C 4 3 3 5 4 9 0 3 9 D 0 0 5 F E 8 E 8 9 D 0 8 5 F , 5 2 4 1

I N  2 1 4 0  D A T A  C AA9 f E 9 D 0 0 5 E 6 0 6 F 7 F 8 F 9 F AD O C D O
AD AD D 0 2 9 0 C F 0 1 6 AD C 2 0 2 C 9 0 2 F AI O C 9 2 8 F AI F C 9
1 1 0 F 0 2 E C 9 1 4 0 0 0 3 4 C 4 4 3 6 6 0 4 5 8 0 C 9 0 A, 5 7 5 4

XO 2 1 5 0  D A T A  D 0 3 3 E F 8 1 5 2 2 0 E 0 3 8 2 0 5 8 3 3 0 D 1 E D 0
6 0 A5 A8 C 9 1 5 D 0 4 0 E E 8 2 5 2 2 0 E 0 3 8 2 0 5 8 3 3 8 D 1 E D 0
6 0 A5 BAC 9 0 5 0 . 0 5 9 E E 8 3 5 2 2 0 1 0 3 8 2 0 5 8 , 5 6 7 1

F J  2 1 6 0  D A T A  3 3 8 D 1 E 0 0 6 0 2 0 4 0 3 8 2 0 5 0 3 6 A 2 1 8 6 D
D 9 3 5 9 D 0 6 5 2 C A1 0 F 7 4 C 3 E 3 6 2 7 7 5 6 C 7 0 0 1 0 0 3 4 6 8
6 9 7 3 0 0 7 6 7 5 6 C 7 4 7 5 7 2 6 5 0 0 6 2 6 9 7 4 6 5 , 4 3 7 4

0 8  2 1 7 0  D A T A  7 3 0 1 2 0 4 0 3 8 2 0 5 8 3 6 4 2 0 A B D 0 6 3 6 9 0
0 6 5 2 C AI O F 7 4 C 3 E 3 6 2 0 6 5 6 E 0 0 1 0 6 5 6 3 6 6 6 5 6 4 0 1
2 0 4 1 1 3 8 2 0 5 8 3 6 A2 1 8 8 0 2 5 3 6 9 D 0 6 5 2 C A, 3 8 9 6

GU 2 1 8 0  D A T A  1 0 F 7 4 C 3 E 3 6 2 D 6 5 6 5 7 4 0 0 3 3 6 3 6 F 7 2
7 0 6 9 6 F 0 0 0 D 0 0 2 8 6 5 0 0 7 3 7 4 6 9 6 E 6 7 7 3 0 1 2 0 7 E 2 7
4 C 2 8 3 0 2 0 4 1 1 3 8 2 0 5 8 3 6 A2 0 7 0 D 8 0 3 7 9 D , 3 7 4 7

OP 2 1 9 8  D A T A  0 6 5 2 C A 1 0 F 7 4 C 3 E 3 6 A / 0 0 8 D 7 0 5 2 2 0
E 3 3 0 2 0 AC 3 0 2 0 6 A2 E 8 D 1 E D 0 2 0 5 E 2 E 6 0 4 5 8 AC 9 1 0
0 0 2 3 A5 B1 C 9 9 8 0 0 F 3 A6 8 8 A9 0 0 9 D 8 C 5 2 , 5 5 0 5

OA 2 2 0 0  D A T A  8 5 1 1 8 2 0 4 0 1 8 2 0 5 8 3 6 A2 0 7 8 0 3 2 3 7 9 D
0 6 5 2 C A1 0 F 7 4 C 3 E 3 6 C 9 0 8 F 0 8 4 C 9 0 8 D 0 2 9 2 0 0 4 3 1
A D 2 2 3 1 f 0 5 8 A 0 4 3 2 F 0 5 B 0 A D 4 4 2 1
-
8 5 1 1 1 , 4 6 0 8

EL  2 2 1 0  D A T A  2 0 7 7 2 E 2 0 4 0 3 8 2 0 5 8 3 6 A 2 1 9 8 0 3 4 3 7
9 0 0 6 5 2 C AI O F 7 4 C 3 E 3 G C 9 1 3 D O I C 2 0 0 4 3 1 AD 2 2 3 1
F O 2 E 2 0 4 0 3 8 2 0 5 8 3 6 4 2 0 7 8 D 5 4 3 7 9 D 0 6 , 4 0 1 1

GT 2 2 2 0  D A T A  5 2 C 6 1 0 F 7 4 C 3 E 3 6 C 9 2 F D 0 1 7 C D 8 E 5 2
1 1 8 1 2 AD AC 5 2 C 9 1 0 D O O BAD C A5 2 C 9 0 8 D 0 0 4 0 D 7 6 5 2
6 0 A5 C 8 C 9 1 C D 0 0 6 4 5 0 8 C 9 0 6 0 0 0 6 A9 0 0 , 5 8 0 9

I J  2 2 3 0  D A T A  8 D 7 F 5 2 6 0 E E 7 F 5 2 AD 7 F 5 2 C 9 6 9 D 0 E 3
2 0 4 0 3 8 2 0 5 8 3 6 A2 1 8 1 3 0 7 2 3 7 9 0 0 6 5 2 C A1 0 F 7 4 C 3 E
3 6 2 4 7 2 6 F 7 7 6 E 6 5 6 4 0 1 2 2 6 F 6 7 6 7 6 5 0 4 , 5 0 4 3

Z0 2 2 4 0  DATA 0 0 6 4 6 F 7 7 6 E 0 1 0 0 0 0 3 0 6 5 7 2 6 0 6 1 6 E
6 5 6 E 7 4 6 C 7 9 0 1 2 C 7 9 6 E 6 3 6 8 6 5 .6 4 8 1 2 2 7 5 7 2 6 7 8 C
8 1 7 2 7 3 0 0 7 7 6 8 6 C 6 C 0 0 6 2 6 6 0 0 7 3 6 8 6 F , 4 0 2 8

I G  2 2 5 0  D A T A  7 4 0 1 2 4 6 5 6 8 7 9 6 4 7 2 8 1 7 4 6 5 6 4 0 0 6 9
6 E 0 0 7 4 6 8 6 5 0 0 8 4 8 6 7 3 6 5 7 2 7 4 0 1 3 5 6 D 0 0 8 4 6 5 6 1
6 4 0 1 A5 8 E F 0 1 8 C 6 BE A6 0 E 8 D 8 0 3 7 8 D 0 2 , 4 7 7 8

PM 2 2 6 0  D A T A  0 2 0 9 8 6 3 7 8 0 8 3 D 2 E 0 0 0 D 0 0 4 A 9 0 6 0 5
BE 6 0 0 0 1 0 0 0 2 0 0 0 3 0 0 0 2 4 0 0 4 4 0 0 6 4 A5 8 F 1 0 1 0 C 6
AF A6 AF AD D 1 3 7 8 0 0 4 0 2 8 D D 4 3 7 0 D 0 5 D 2 , 5 2 9 8

D I  2 2 7 0  D A T A  6 0 0 0 3 C 3 C O AAAABA5 C 4 F 0 1 3 C 6 C 4 AS
C 4 4 A4 AAAAD E F 3 7 6 D O O D 2 0 0 F 2 3 7 0 D 0 1 0 2 6 0 0 0 1 F
0 8 0 0 2 8 4 8 A5 C 5 F 0 0 F A9 1 4 8 0 0 0 0 2 C 6 C 5 , 5 7 1 6

NT 2 2 8 0  DATA A 5 C 8 1 0 8 9 5 F8 D 0 I D 2 6 0 A 5 C 6 F0 1 3 C 6
C 6 A1 4 0 3 0 E 5 C 6 8 D 0 2 0 2 O 5 C 6 4 4 1 8 6 9 A0 AD O 3 D 2 6 0
A9 0 0 4 4 9 0 0 0 0 2 9 5 0 C 9 5 C 0 E 0 E 0 0 8 0 0 F 4 , 6 5 9 7

CO 2 2 9 0  D A T A  6 0 2 0 2 1 3 8 4 9 1 F 8 D 0 0 D 2 A 2 3 C 8 A 4 A 4 A
8 0 0 1 0 2 2 0 1 2 3 0 C A1 0 F 4 2 0 2 1 3 8 6 0 2 0 2 1 3 8 A6 0 1 1 1 9
0 0 8 D 9 D 3 8 4 0 9 D 3 8 1 8 6 9 1 0 8 D 9 6 3 0 AD 9 E , 4 8 4 1

PU 2 3 0 0  DATA 3 0 8 D 0 0 0 I A 9 1 8 8 D 0 I 0 I 0 D 9 0 3 8 8 D 0 2
D2 A1 A8 8 0 0 3 0 2 2 0 9 F3 0 CE 9 E 3 0 CE 9 E 3 8 A0 9 E a l CD
9 D 3 8 D O D C A9 0 0 9 D 0 0 5 C 9 D O O S D E 8 AD 9 0 , 6 8 7 4

A l  2 3 1 0  D A T A  3 0 1 0 6 9 0 0 8 D 9 D 3 8 D 0 8 C 2 0 2 1 3 8 6 0 0 0
0 0 A9 0 3 8 D8 5 3 8 C9 FF8 D8 4 3 8 CE 8 4 3 0 0 0 FBCE 8 8 3 8
D 8 T 1 6 0 0 0 0 0 2 0 9 3 3 7 2 0 D 7 3 7 2 8 8 9 3 5 2 0 , 5 8 6 2

SD 2 3 2 0  D A T A  C 8 3 8 2 0 C 8 3 8 2 0 C 8 3 8 2 0 F 2 3 0 2 0 0 9 3 5
2 0 8 C 3 7 2 0 F A3 0 2 0 F 5 3 7 2 0 0 9 3 8 6 0 A9 0 C 8 5 V 4 6 0 2 0
2 1 3 8 A9 2 0 8 5 C 6 A9 0 0 8 5 0 5 8 5 1 1 6 0 5 1 1 7 8 5 , 4 9 0 0

I T  2 3 3 0  D A T A  1 1 8 6 0 A9 0 1 8 D 1 C O 2 4 C D F 2 E A6 C 3 F 0 1 7
8 E 0 6 D 2 AD 0 AD 2 2 9 8 7 6 9 0 7 8 D 0 7 0 2 E 8 E 0 2 E 0 0 0 5 4 2
8 0 8 E 0 7 D 2 0 6 C 3 6 0 2 0 A0 2 0 4 9 F F 8 D 1 C O 2 , 5 3 5 0

I N  2 3 4 0  D A T A  A D 1 C O 2 0 0 f 0 2 0 0 6 2 D 2 0 2 8 1 0 A 9 2 1 8 D
6 F 0 2 2 0 7 7 2 E A9 0 5 8 0 1 C O 2 2 8 6 1 1 3 5 2 0 6 D 3 6 2 0 E 5 2 E
A5 C AD 0 2 4 2 0 5 2 3 0 2 0 3 2 3 1 2 0 4 2 3 3 2 0 4 2 , 3 9 0 0

L V 2 3 5 0  D A T A  3 3 2 0 F 8 3 2 2 0 C 5 3 4 2 0 1 1 6 3 0 AD 1 1 - D O C 9
0 6 F 0 0 7 AD 1 C O 2 D 0 F 1 j4 C 3 3 3 9 2 0 0 C 3 3 2 0 2 1 3 3 AD I F
D 0 C 9 0 6 F 0 A2 4 C 6 C 3 9 0 0 0 0 0 0 0 0 8 0 0 0 0 0 , 4 2 9 3 •

REM

OPEN  1 1 1 , 4 , 0 , " 1 1 : I N D I A N . D A J "
POKE 8 5 0 , 7 : P A K E  8 5 2 , 0 : P O K I  0 5 3 , 3 2 : P

8 5 6 , 2 5 5 :P 0 K E  8 5 7 , 2 5 5
X.7 0 5 1 4 ( AD R ( “h h h .M 1 _ 1 7 M ") , I 6 )
CLOSE U 1 : 0 = U S R 1 8 2 3 2 ,
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THE All Of OLD
(AND NOT SO GOLDEN

POLE POSITION
arc A t a r i  1 9 8 4  ( r )  m i d
Creditable conversion of the very popular car racing arcade game.
Your battle is against the clock as you try to qualify for the main
race. High quality scrolling and realistic sound effects abound. In the
heady days of 1984 people (me included) had to fork out E30 for the
16K cartridge version. It is now available for a much more sensible
price.

POPEYE
plat P a r k e r  Brothers 1 9 8 3  ( r )  s c a r c e
Average platform game in which you must help Popeye collect
Olive's hankies whilst avoiding big. mean Bluto. Spinach makes an
obligatory appearance of course. Graphics are on a functional level_
but the music is worth a mention.

OLDIES
continued

Star Ratings:-
*

•tr

arc
plat
sim
strat
adv
gr adv

frp

arcedv

arcade game
platform game
simulation
strategy game
text adventure
text adventure with
pictures
fantasy role playing
game
arcade game with
puzzle solving,map-
ping etc.

THE KEY

poor
poor/mediocre
mediocre
mediocre:good
good
good/excellent
excellent

O
c
i

game is available on tape

) g a m e  is available on diskr) game is available on ROM
cartridge

bud b u d g e t  priced game
(E1.99-E2.99)

mid m i d - p r i c e d  game
(E3.00-E8.99)

full f u l l  priced game (E9.00+)
Imp g a m e  is (Or was) only

available on import from
America

scarce n o  price range available,
because game is very dif-
ficult to get hold of

The price  and format (rape, disk etc.) ranges quoted are intended as guidelines
only. Games which were originally available on tape and disk can now be found
on cartridge and vice-versa. This can also alter the price of the game in question.
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ENPOWERDOWN
arc M a s t e r t r o h i c  1 9 8 7  ( t )  b u d
This game is hard to classify. You have to shoot and dodge things.
manipulate items and work out problems. Once you reach the top of
the vertically scrolling screen, and have avoided all the hazards and
nasties along the way, you will meet the being who has directed all
the flak at you. It turns out to be a giant cat! How you eventually
dispose of him is one of the best puzzles ever devised on computer.
Truly a gem of a budget game.

PREPPIE
arc A dv . Int./Americana 1982/1987 (t )  b u d
'Preppie' is a derivative of 'Rogge( only this time you're a young kid
out to retrieve golf balls. Its simply a matter of guiding Preppie to the
top of the screen, avoiding the mowers and other hazards, and then
returning back the way way you came. Brilliant four-Channel music
and colourful graphics make this an entertaining family game.

QUEST OF THE SPACE BEAGLE *
arc A v a l o n  Hill 1 9 8 4  (d)  im p/s c a r c e
This is the sequel to 'Jupiter Mission 1999 and it's basically more of
the same. The different sequences range from a 3-D 'Star Raiders-
style shoot out to an isometric 3-D maze game_ A rarely-seen
programming technique is used called rapid page Moping (between
different screens and graphic modes). The side effect is flickering,
which may cause you to become bog-eyed after a while.

RACING DESTRUCTION SET *
arc Elec tronic  Arts/Ariolasoft 1 9 8 6  (d)  m i d
This attempt at slot car racing on computer tries very hard but
ultimately fails. There are options galore including different vehicles,
tracks, weaponry and scenery. There is also a track construction
option. The game is weak in the graphics department because
memory is used for the wealth of game options.

RAID OVER MOSCOW
arc A c c e s s / U . S .  Gold 1 9 8 6  (t,d) m i d
Forget about about the dubious subject matter and enjoy this quite
good arcade game. There are many different stages, among them a
Zaxxon type assault on enemy bases, a bazooka attack on the
Kremlin and a boomerang fight with security robots. Graphics and
sound are okay but could have been better.

RAILS WEST
strat S . S . I . / U . S .  Gold 1 9 8 3 / 1 9 8 7  ( d )  f u l l
Quite complex strategy game about the building of the mid-west
American railroad in the mid 19th Century. Most wheeling and
dealing operations are input from screens tilled with statistical infor-
mation. The only graphic screen is a nicely drawn and continually
updated map of  the railroad system. Good fare for those people
who like games wit h substance.

RAINBOW WALKER
arc S y n a p s e  1 9 8 3  (t ,d) imp/scarce
An altogether colourful, playable and extremely enjoyable game from
underrated Synapse. This is a *0-Bert' variant. but with better
graphics and gameplay. You have to colour in each of the squares
on your rainbow and avoid nasties of various sorts (who also want to
make your rainbow grey).

compiled by
Kirk Ruebottom



RALLY SPEEDWAY *
arc A d v e n t u r e  In!. 1 9 8 3  (r )  m i d
This is a car racing game for one or two players (best with two)
containing variable parameters such as maximum speeds, road
conditions, acceleration speeds, and even an option to construct
your own courses. Your view of the game is from above and the
screen scrolls smoothly in all four directions. Easily one of the best
two player games ever.

RED MAX
arc C o d e m a s t e r s 1986 ( t )  b u d
Nice graphics and music lift this game out of the 'ordinary' category.
A four-way scrolling view of a planet surface and a character on a
bike provide you with the main game screen. It's up to you to travel
about and defuse all the mines planted by the renegades. Colliding
with any structure results in the loss of a life.

RED MOON
gr adv L e v e l  9 1 9 8 5  ( t )  s c a r c e
A fantasy adventure with reams of text and hundreds of illustrated
locations, all crammed into 32K. Sounds to good to be true? Well,
the graphics are not spectacular (although I have seen worse in
many disk-based graphic adventures) and sometimes it's hard to get
your commands understood. 'Red Moon' was state of the art in '85
and still remains a good adventure.

RESCUE ON FRACTALUS
arc Luc a s t i lm /A c t iv is ion 1985 (t,d,r) mid
Probably the only Atari game about
which there is nothing more to be
said. In any discussion of the best
Atari games you must include this.
Essential for any collection.

ROSEN'S BRIGADE

RIVER RESCUE
arc C r e a t i v e  Sparks 1 9 8 6  ( t )  b u d
You have to guide your boat around rocks and crocodiles and pick
up scientists in an attempt to deliver them further downstream. Your
view of the game is from above, and the screen scrolls horizontally
at a furious rate. Strong on playability but whether it holds any
long-term interest is doubtful_

ROBIN HOOD
arc E n g l i s h  Software 1 9 8 3  ( t )  s c a r c e
In this two way horizontal scroller you're Robin Hood (a poorly
defined one colour sprite) who has to shoot the Sheriff's men (other
poorly defined one colour sprites) and grab the gold which appears
now and then. The background scenery and scrolling is well done,
but the designers forgot about gameplay which is virtually non-
existent.

arc D a t a s o f t 1983 ( t d )  m i d
A rather basic shoot 'em up with primitive graphics. Your little plane
can somersault, dive and climb within the scrolling battlefield, and in
your way stand helicopters, planes and aircraft carriers. Average in
'83, dated in '91.

A-Z OF ATARI SOFTWARE

S.A.M.
(SOFTWARE AUTOMATIC MOUTH)
ut D o n ' t  Ask Software 1982  (d)  f u l l
A speech synthesiser on a disk with speech quality surpassing that
of many hardware add-on devices. Tone, pitch, speed and duration
of SAM.  can be altered and he will repeat back to you any words
you type in. You can also use S.A.M. in your own programmes. An
endearing piece of software, a year or Iwo ahead of its time.

SANDS OF EGYPT
gr adv D a t a s of t  1 9 8 2  (d)  s c a r c e
An early disk based graphic adventure with a limited vocabulary and
a small number of locations, but highly 'enjoyable nonetheless. The
pictures are attractive and the puzzles are well thought out. Especial-
ly recommended for first-time adventurers.

SAVAGE POND
arciStrat Starcade
Highly original game which could also serve as
a lesson in Biology. You have to guide a
tadpole through his various evolutionary
stages. Dragonflies, spiders and radioactive
waste are some of the hazards you will en-
counter, so you have to be nifty on the joystick.
Unique subject matter and nice graphics are
plus factors for 'Savage Pond'.

SCRAM
sim A t a r i
Fancy yourself in control of a nuclear power sta-
tion? 'Scram' features a graphical display of the
power station's main features, and by using a joys-
tick you can start pumps, open and close valves,
do repairs etc. It can get quite complex. The big-
gest surprise about this one is that it was written in
Basic!

1983 ( t )  s c a r c e

SCOOTER
plat A m e r i c a n a  1 9 8 6  ( t )  b u d
This budget platform game is set throughout eight scrolling levels
and features your character collecting things and avoiding nasties
(yes, very original. I know). An element of 'Pacman is  also thrown in
because you can destroy the baddies if you collect certain items.
Worth checking out if you like platform games.

1982 ( t )  s c a r c e

SCREAMING WINGS
arc R e d  Rat 1 9 8 6  (t,d) m i d
This is essentially a conversion of the arcade hit, '1942'. You control
an aircraft over vertically scrolling screens, blasting everything that
moves. It could be argued that a lot of shoot 'em ups are very
refined -
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probably more fast and furious than most. Good sound effects
enhance the game's atmosphere to a large degree.

SCROLLS OF ABADON
plat F a n d a  Software_ 1984 (t,d) imp/scarce
A four-way scrolling angled 3•0 'Pacman• derivative would be one
way of describing this little-seen piece of software. Well programmed
and presented, with gameplay a little on the tough side. It's a shame
that this was never officially released in Britain.
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SEA BANDIT
arc D a t a s o f t  1 9 8 2  (t,d) m i d
One of a selection of particularly uninspiring early Datasoft titles
which somehow got re-released over here in 1986. The 'hunting for
lost gold' scenario cannot disguise the fact that this is a thinly
disguised 'Breakout clone. Datasoft later went on to better things.

SEA FOX
arc B r o d e r b u n d
'Sea Fox' is a shoot 'em up set underwater, You have a side on view
of your submarine and the enemy infested ocean. You must elimin-
ate a certain number of the enemy to progress to the next level.
Nothing new here, but it is carried Out with a certain degree of
professionalism.

SEARCH, THE
arc/adv C.S. Software/Red Rat 1983/1987(t,d) mid
Although written in Basic, this is a thoroughly playable multi-screen
fantasy arcade adventure. A redefined character set is used to depict
trees, marshes, buildings etc. as you guide your character across
each screen. It resurfaced not so long ago as part of a Red Rat
compilation.

SEVEN CITIES OF GOLD
strat Elec tronic  Arts/Ariolasoft 1 9 8 4  (d)  f u l l
A huge game set in the 16th Century in which you take on the role of
a Spanish explorerfccinquistadormissionary. Trading plays an impor-
tant part as does exploration of the 2700 scrolling screens. The
gameplay screen consists of a small window in the centre surroun-
ded by text information concerning your army, food and amount of
gold traded with the natives. This is an enthralling piece of software,
with far too many features and subtleties to mention here. Don't  miss
this one by any means.

SHADOW WORLD
arc S y n a p s e  1 9 8 2  ( t )  im p/s c a r c e
A 'Defender' style game for one or two players. The two player
version is unusual in that it features a split screen view of the
proceedings. In addition to this 'Shadow World' contains smooth
scrolling and fast action.

SHAMUS
arc A m e r i c a n a
In a nutshell, this game has you wandering around hundreds of
rooms, blasting everything you meet and collecting keys to open up
new rooms. 'Shamus' was almost an early 'Gauntlet' except there
are no scrolling screens or two player option. Colourful but ultimately
boring. Shoot 'em up fans may like it.

SIDEWINDER
arc F u t u r e w a r e
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1982 ( t )  s c a r c e

1986 ( t )  b u d

1986 (t,d) m i d
We are promised something special from 'Sidewinder' when we see
the ace loading and title screens, but the game ultimately fails to
deliver. In this 'Scramble' clone you travel from left to right across a
scrolling cavern backdrop of traps and barriers. Gameplay is far too
tough. It can even be difficult just getting airborne! As a ho-hum
bonus there is a cavern construction set so you can create your own
screens.

SILENT SERVICE
sim M i c r o p r o s e  1 9 8 5  (t,d) f u l l
The ultimate submarine simulation for your machine, striking the
right balance between technical detail and playability. Game screens
include map displays (zoomable), conning tower, bridge, binocular
view, periscope, damage reports, Quartermaster's Log etc. Graphics
are great and sound is atmospheric. 'Silent Service' oozes class in
just about every department.

SIX GUN SHOOTOUT
strat S . S . I .  1 9 8 3  (d)  s c a r c e
This is a tactical simulation of classic gunfights of the Wild West. It
plays like a wargame, so cannot be recommended to those who like
action games. 'Shootout' is one of the lesser SSA, efforts. The
details and intricacies are here, but the graphics are even worse
than usual. Does this type of scenario translate well to a computer
wargame format anyhow ?

SLAVE, THE
ut ( M a i l  Order Only) 1 9 8 6  (d)  s c a r c e
This is an ineptly designed program, purporting to be an adventure
writing system. The Slave' features one of the most badly written
manuals ever, indeed you may find it impossible to get an adventure
to work that was designed with this system. Why haven't we seen
any adventures on the market that were designed using this?

SNOKIE
arc F u n s o f t i l l . S .  Gold 1 9 8 4  ( t )  s c a r c e
'Snokie' is simply a jumping game set across a horizontally scrolling
landscape. Your jumps will require perfect timing and manoeuvring
for you to progress to the next level. Some nice graphical touches
include a winking skull which appears whenever you lose a life.

SNOOKER
sim T h o r n  E.M.I.

adv L e v e l  9

1984 ( t )  s c a r c e
One of the earliest attempts at computer snooker. You are limited to
aiming and shooting with variable power in this one (no screw, stun,
topspin or side). The graphics are good (at least the table is green,
unlike other computer snooker games). However, the definitive
snooker game has yet to appear.

SNOWBALL
1985 ( t )  s c a r c e

A science fiction text adventure with over 7,000 locations! (Unfortun-
ately a lot of them are identical). You are on a spaceship, woken
from cryogenic suspension, and have the task of trying to save the
lives of the other two million frozen colonists on board the ship.

SOCCER
sim Thorn E.M.I./Creative Sparks1982/1986(r,t)bud
An early attempt at putting soccer onto computer, and it turned out
quite well. Graphics are okay and playabifity is strong. There are
many variables you can set at the start, such as number of players,
player versus computer or even two players versus computer. If you
have an old Atari 800 and four joysticks then you can all play against
the computer. or against each other in teams of two!

SOLO FLIGHT
sim M i c r o p r o s e 1984 (t,d) scarce
A brilliant flight simulator programme. one that will appeal to simula-
tor buffs as well as the less serious games player. Your view of your
single engine aircraft is unusual in that it is taken from slightly above
and behind the aircraft. You still have all the dials and indicators on
screen though. Graphics, sound and depth of the game are of a high
quality.

1
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SOLO FLIGHT 2
sim M i c r o p r o s e  1 9 8 6  (t,d) f u l l
This sequel is essentially the same as the original but with a few
enhancements. You now have a re-designed cockpit controls dis•
play, a map which records your flight paths, and an onboard instruc-
tor who guides you in a dialogue box at the bottom of the screen. If
you have 'Solo Flight 1' then this sequel is not really worth buying,
but if you don't then I can wholeheartedly recommend it.

SPACE EGGS
arc S i r i u s  Software 1 9 8 1  ( d )  s c a r c e
This is a •Galaxians' type shoot -
e r n  u p  a n d  
n o t h i n g  
m o r e .  
I n  
1 9 8 1  
i t

was considered to be good, but in this day and age don't bother.

SPACE INVADERS
arc A t a r i  1 9 8 0  ( r )  s c a r c e
Yes, its  a no-frills conversion of the father of all shoot 'em ups. You
may want to get this for curiosity value, but don't expect too much.

SPACE SHUTTLE
Mtn Activ ision/Firebird 1984/1987 ( t )  bud
This looks and plays better than the earlier, awful Microdeal game of
the same name_ The satellite scenario remains the same, but in this
version things are a little easier to get to grips with. The Only
drawback is some really lacklustre sound effects.

SPACE SHUTTLE
sim M i c r o d e a l  1 9 8 3  ( t )  s c a r c e
Graphically and sonically weak attempt at a space shuttle simulation.
Five separate phases make up the game. You have to launch, dock
with a satellite and bring it back to earth. This is a fine example of
Microdeats humble origins, before they entered the 16-bit world.

SPACEHAWK
arc Ty ne s of t /M ic r ov a lue  1987 ( t )  b u d
Reasonable shoot 'em up which formed part of Microvalue's 'Four
Great Games Vol.2' compilation. We've seen all this before in
countless 'I lridium' clones. Graphic detail needed a little brushing up
, but the scrolling is some of the fastest you'll ever see.

SPECIAL DELIVERY
arc C r e a t i v e  Sparks 1 9 8 6  ( t )  b u d
You play the part of Santa Claus and guide him on his sled through
horizontally scrolling scenes, picking up presents and avoiding
hazards. Once you've collected a certain amount you must try and
negotiate your way down a chimney. Graphics are not up to much,
but there is a nice musical jingle playing throughout.

SPEEDSCRIPT
ut C o m p u t e !  Books 1985 s c a r c e
Not a piece of software as such, but a book, You simply have to type
in its contents and you will have a first class word processor! The
typing of the listing may put a lot of people off, but it works out quite
cheap when you consider the cost of 'ready to run' word processors.

SPELLBOUND
arc/adv Mastertronic 1 9 8 6  ( t )  b u d
Classy budget game with tons of rooms to explore and puzzles to
solve, You control a cute little sprite called Magic Knight who
interacts with other characters and his surroundings by a process
called -
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and selecting a relevant command from those which appear in the
window. 'Spellbound' is an archetypal arcade adventure, neatly
designed and tun to play.

SPIKY HAROLD
arc/adv Fir ebir d 1 9 8 7  ( t )  b u d
Harold is a hedgehog and you must guide him through fifty seven
locations and find all the food therein. The nasties to avoid this time
out take the form of dragonflies and other insects. There is a high
standard of animation and graphical detail, but the game is too
difficult and short on substance to sustain any lasting interest

SPINDIZZY •!!T
arc/adv Elec tr ic  Dreams 1 9 8 7  (t,d) f u l l
Proficiently programmed conversion of this
'Marble Madness' type game_ Controlling an
inertia-ridden ball-bearing up ramps, down
slides, in lifts, across chasms etc. can be
extremely frustrating as well as absorbing.
There are hundreds of rooms to be ex-
plored (each of which can be viewed from
four different angles). Graphics, sound and
playability are of the highest standard.

SPITFIRE 40
sim M i r r o r s o f t  1 9 8 7  ( I,d)  f u l l
There are plenty of worse combatt light simulators for the )(LAE, but
one gets the feeling that Mirrorsoft could have tried a little harder
with this one_ Screens include the obligatory 3-D 'out of the cockpit
view, maps of Southern England and a control panel from which you
can adjust speed, flaps, pitch and bank etc. The plane supposedly
handles like the real thing (although it does seem a little easy
blasting Gerry from the sky).

SPRONG
arc Bignose Software/Red Rat 1985/1987(t,d) mid
One way to describe 'Sprongs would be 'a colourful fifty screen
extravaganza'. Another way would be 'an extremely frustrating hop-
ping game featuring a man on a whining pogostick'. One thing it
most certainly has is very nice graphics. Fun to play as well_

SPY HUNTER
arc U . S .  Gold 1984 (t,d) m i d
This one puts you in a car armed (eventually) with four different
weapons and gives you an overhead vertically scrolling v iew of your
battles with the other vehicles on the road. Enemy cars can ram you
or use their spiked wheels to burst your tyres. You may also find
yourself in a speedboat at certain times, A well implemented conver-
sion of the exciting arcade game.

SPY STRIKES BACK, THE
arcladv Elec tr ic  Dreams 1 9 8 5  (t,d) scarce
This is an arcade adventure with the emphasis on arcade. Lots of
'rooms' to map (all looking pretty much the same) and items to find.
You also need to be quick on the joystick because there are robots
to dodge in each room. The best feature of the game is the
continuous music with countless different tunes.

N e x t  i s s u e

the concluding part of
this series d o n ' t  miss it!
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UM SUPPORT

EXCEL MAGSD I S K

I t ' s  a sad but  inev itable fact
that  support  for 8-bit  mic ros  -
part icularly  the Atari - has  se-

verely declined during the past
twelve months .  Indeed, the num-
ber of commerc ial organisat ions
invest ing in XL/ XE development
projects can be counted on the
t humbs  of one hand!  The shock
demise of two 8-bit  mail order
companies  over a year ago left just
one 'big' dealer and several inde-
pendent  hobby is ts  commit ted to
the Atari market .  You'd he forgiven
for t reat ing the lat ter wit h more
than a note of caut ion - especially
af ter the problems  caused by cer-
tain uns c rupulous  indiv iduals  - but  in the end you've just  got
to take a chance and hope you wil l  be lucky.
To cont radic t  the t rend.  last  April saw the launch of a new

8-bit  disk magaz ine f rom a group of  Atari enthus iasts  called
Excel. Since then the disks have appeared on a mont hly  basis.
Prior to receiv ing review copies I hadn' t  paid muc h at tent ion.
mainly  because I'd rat her browse t hrough a printed document
than stare at a fl ickering monit or screen. I  can't  crit ic ise Excel,
however,  s ince they wanted to launch a 'real' magazine last
year. but  had to abandon their plans due to lack  of  support.  I
use the word *their' wit h a lair amount  of  journalis t ic  license
since the driv ing force behind the Excel mag. and most  of  its
editorial content,  is  one Robert  Stuart .  Robert 's  talent  isn't  jus t
a fl air for organisat ional mat ters,  he's also a pret ty  nif ty  prog-
rammer!
The fi rst  edit ion of  Excel was  described in the Editorial col-

u mn  of Issue 49 so a detailed account  isn't  necessary here.
The princ ipal contents are a concent rat ion game called 'Amne-
sia' whic h was subsequent ly  released on tape and reviewed
fully  in Issue 51, a couple of neat arcade games and a charac-
ter set des igner for graphics modes four and five. Also inc luded
are some pic tures  and a demo wit h a scrolling message in the
guise of  a Fuji symbol (or is It a Fuj i  symbol in the guise of  a
scrolling message?).
Alt hough generally  well received, the disk was crit ic ised for its

lack of reading material.  Consequent ly ,  the editor responded in
the second issue by split t ing the disk  into two logical sections -
side one for text, side two for software. The tex tual contents
comprise an editorial wit h news and gossip on topical mat ters,
a compet it ion (too late to enter, I 'm afraid!),  reports  on PD
software, a readers survey and reviews of  eight commerc ial
programs.  Whils t  the lat ter have most ly  been covered in past

The Excel disk maps are available trom Robert Stuart. 21 Stronsay
Way, Broomlands, Irvine. Strathclyde. K A l l  1HZ. The back-issues
featured above are priced at E3 each or E16 for all seven_ New
issues are £3.99.
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HOW TO GET EXCEL

EXCEL= SEPT1
' I D E  AL M U M

Mt E d i t o r i a l
12 I l u b m d m i s i o n

82 S o f t w a r e  R e v i e w s
42 B a c c o l  A r t

= O K
O t o n i t i  C O U t e b o o t l
KMC01 A r t  P i C t U r O M

Issues of  NAU, rev iewing games
is a subject ive business and it 's
always useful to have a second
opinion (inc identally  Robert ,  I
s t ill t hink  the aut hor of Ruf f  and
Reddy could have put  more effort
into the graphics!).
Amongst  several t reats on the

fl ip side of  the disk, Triad is an
excellent shoot 'em up that  was
first released commerc ially  (by
Adventure Internat ional?).
Galact ic Chase is another ex-
commerc ial game in the f orm of
a t radit ional space invaders
clone and Watch Diz  is a demo
f rom the High Tech Team wit h

good mus ic  (f rom Plastron) and the f amil iar scrolling message.
Last and most  defi nitely  least. Smus h is a rat her unexc it ing
spin-of f  from English Software's Steeplejack in which you
guide a man up the drain-pipes(?) and watch out  for nasties.
Mind you. Steeplejack wasn't  all that  exc it ing either!
Excel Number Threes  lit erature sect ion has nine reviews of

Ke-Soft games and others, plus  the regular editorial.  Sof tware
goodies inc lude The Studio - a clever sample sequencer enabl-
ing you to load, edit  and play  sound samples  stored on disk  -
and Cavelord,  a bri l l iant  arcade adventure f rom Germany.
Your quest is to fly t hrough the caverns collect ing t reasures
and negot iat ing nasties. This  game is addict ive! The old
favourite Myriapede makes an appearance - look ing rather
dated nowadays - whils t  Roto is another good'un that  has your
copter-packed hero ret riev ing canisters f rom the caves and
ferry ing them back to base. Eight  Ball is a demo of  eight balls
(strangely enough!) danc ing in the upper part  of  the screen
wit h a panel below in which you can enter various parameters
to alter their pat tern of movement.  The mus ic  is br i l l iant  but
unfortunately  the scrolling message is German!  The disk  is
rounded of t  with a big (English) rainbow scroller.  That 's  BIG!
Excel Four,  Five and Six are basically  more of the same. By

this  I mean more well-writ t en reviews. interes t ing editorials,
amaz ing demos, wort hwhi le games, neat  artwork ,  a c lean pro-
fessional fi nish i n  fact. every thing you might  hope for in a
disk magazine. The only  improvements  I'd like to suggest are
more ins t ruc t ions  for the games and a ut il it y  to print  out  the
articles. At  present  the textual content  is hard coded in basic.
which doesn't  s t rike me as being the most  efficient method!
If you've pondered over the merits  of  subscribing to Excel,

then ponder no more - jus t  do it! I f  the forthcoming issues are
half  as good as those I've received you shouldn' t  be disappoin-
ted. The point  is that  unless we support  Excel and the other
remaining 8-bit  enthusiasts,  our world of  8-bit  Ataris  Won't be
around muc h longer.

reviewed by Paul Rixon
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r Silica Systems are pleased to recommend Seikosha printers to you'
at NEW LOW PROMOTIONAL PRICES. The Seikosha range is built
to the highest standards, by a company that is used to manufactur-
ing high quality precision products. In fact, you may be wearing one
of these products on your wrist as Seikosha are part of the massive
Seiko/Epson group (with a turnover of £6 billion and 18,000 staff!).

When you buy a Seikosha printer from Silica, we will give you a Silica
PRINTER STARTER KIT (worth E25.0,wr. E29.38) FREE OF CHARGE,
to make sure you get off to a flying start with your new printer. For
further information on the Seikosha range, complete and return the
coupon below. Or, if you can't wait to get your hands on a new low
priced Seihosha printer, telephone our mail order hotline, 081-309 1111
to place your order now.

•  FREE DELIVERY
Next day - anywhere in the UK mainland

•  FREE HELPLINE
Technical nebeime Wing office hours,
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SILICA SYSTEMS OFFER YOU
•  F R EE OVERNI GHT DEL I VERY: On a ll hardware orders shipped in  the UK mainland.
•  TECHNI CAL  SU PPOR T H EL PL I N E; Team ot technical m a r ls  at your service.
•  PR I CE M ATC H : We normally match competitors on a "Same prodUCI • Same price" basis.
•  ESTABL I SH ED 1 2  YEAR S: Proven track record in  professional computer sales.
•  BUSINESS + EDUCATION + GOVERNMENT Volume discounts available tor large Orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
•  T H E FU L L  ST OC K R AN GE: All o f  your requirements tram one supplier.
•  FREE CATALOGUES; Will be mailed to you with otters and softwarebeopheral details.
•  PAYM ENT: By  cash cheque and a ll major credit cards

aeroee yao dec ide when to  buy  your  new pr inter. we suggest you think  yery carefully  about WHERE
you boy  i t. Cons ider  what if wil l be like a few months  alter  you have made your purchase, when you
may require additional peroherais  or software, or help and advice. And, yen the company you buy Rom
conleel yOu wilh details  o f new products? A l S ilica S y l lem t, we ensure that you will have nothing to
worry abOU1. We have been established for  over 12 years and, with our  unr ivalled exper ience and ex-
oertise, we can now claim to meet Our cattemers requirenienta with an understanding which is second
lo none B u t  don' t Just take o w  word for  n Com plete and return the coupon now tor  our  lates t fr ee
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XLIXE P R O G R A M M I N G '

VERTICAL BLANK
MUSIC PLAYER
H a v e  you ever wanted to add background mus ic  to your

BASIC programs? It is  not easy to produce a decent
piece of  music that  doesn't  s low your program down.

It is possible to s imply  t urn on a note for the correct length of
Lime, but  to make your Atari produce sounds even vaguely like
those f rom a mus ical ins t rument  you mus t  enter the realms  of
volume envelopes, and these really  do cause a game to come to
a grinding halt .
The solut ion is a short  mac hine code rout ine that wi l l  play  a

tune in the vert ical blank  interval.  Don't  worry  if  you don't
unders tand the fi rst t hing about  machine code - you can st ill
use this  rout ine.
The vert ical blank  interval comes along every fi f t ieth of  a

second. af ter each f rame of the television pic ture has been
drawn.  Your computer uses this  period for housekeeping,  but
it wi l l  also execute a short  rout ine of  your own. As your rout ine
is called every fi f t ieth of  a second, this  gives an easy way of
t iming notes,

A READY MADE ROUTINE
Once called, my  rout ine wil l play a t une in the background

wit hout  af fect ing your BASIC program.  The example program
contains  the machine code as data s tatements  (lines 10100 to
10140) and a s ubrout ine to load it  into the s t ring V M S  (lines
00t10 to I  0060).
You can (and mus t ) use a volume envelope to create more

realis t ic  sounds. The volume envelope contains  the volume of  a
note for every fi f t ieth of  a second that  it  plays. I t  mus t  consist
of  32 volumes in the range 0-15. An example is given In the
BASIC program.  but  other effects are possible. you wi l l  Just
have to experiment .
Lines 10200 to 10360 contain a subrout ine to start  play ing

the tune in the data s tatements f rom t ine 10500 us ing the
volume envelope in line 10400.  •L'he format  used for the data
statements  is:

Number of  notes, length of  crotchet in fi ft ieths qf  a
second, f requency of  first note. length of  first note (In
mult iples of  crotchets). f requency of  second note etc.

Lengths of  notes are actually  stored in fi f t ieths of  a second.
You can have up to 255 notes. I f  you want  to writ e any thing
longer you wil l  no doubt  t hink  it no t rouble to write your own
rout ine to play  it! Frequenc ies  must  be in the range 0-255.
Values which correspond roughly  to mus ical notes are given in
the BASIC manual.

26 I s s u e  54.  New Atari Usu,

John Young provides a
routine to add music to
your programs without
slowing them down

CALLING THE ROUTINE
The machine code rout ine is called f rom BASIC wit h a USR

call as follows:

X=USRladdress  of  routine, number of  notes, address  of
volume enoelope addres s  0 J
-
f r e q u e n c y  
d a t a ,  
a d d r e s s  
o f

length data, address  of  routine+4 7 bytes)

POKE 352,1 is  also required to start  the tune.
In the example program the volume envelope and t une arc

stored in strings, whic h means that  you don' t  have to fi nd a
spare c hunk  of  memory.  alt hough you wil l  get some funny
results  if  you t ry  altering the program while the tune is play ing
(this disnipt s  the variable storage area). You can poke the
machine code rout ine and your tune data into page 6 or high
memory  to get a tune to play  unaffected by whatever BASIC
programs you load. The remainder of the program (lines 120 to
250) demonst rates  how to control the tune once it has  started.

No mat t er how good your mus ic  you wil l  eventually  want  to
t urn it  off, which is accomplished wit h POKE 352,0.  POKE
352,1 (or any non-zero number) wi l l  start  it  again f rom where
it left  off. Locat ion 349 is the note c o
-
u n t e r .  a n d  
3 5 0  
c o u n t s  
t h e

length of  each note, in fi f t ieths of  a second, so POKE 349.30
and POKE 350.60 will shif t  my  tune to the last Ins tant  of  the
last note,  t hus  res tart ing it.
I make no apologies for my  music,  it  is intended to encourage

you to replace It wit h your own!
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HV 1 0  R E M
HY 2 0  R E M  *  V E R T I C A L  B L A N K  T U N E  P L A Y E R  *
EH 3 0  R E M  *  b y
PT 4 0  R E M  *  J o h n  Y o u n g
GH 5 0  R E M  *
CR 6 0  R E M  *  N E W  A T A R I  U S E R  -  F E B .  1 9 9 2  *
I E  7 0  R E M
SA / 0 0  G O S U B  1 0 8 0 0
TC 3 . 1 0  G O S U B  1 0 2 0 0
5 K 1 2 0  G R A P H I C S  0
T S 1 3 8  S E T C O L O R  2 , 3 , 4
MO 1 4 0  ?  : ?  " W H E N  T H E  S A I N T S  G O  M AR C H I N G

I N "
MU 1 5 0  ?  " T r a d i t i o n a l "
O J 1 5 0  ?  : ?  " U B  M u s i c  P l a y e r  w r i t t e n  b y  J

ohn Y o u n g
WI  1 7 0  ?  : ? - 0 1 1 0 4 Bn  t o  s w i t c h  m u s i C  o n  a n d

o f f "
OP 1 0 0  - m a n n  t o  r e s t a r t  t u n e "
AK 1 9 0  ?  " g 0 3  t o  e x i t  p r o g r a m "
KM 2 0 0  C L O S E  1 1 1 :0 P E N  U 1 , 4 , 0 , " K : "
GK 2 1 0  G E T  1 1 1 , K
EY 2 2 0  I F  K = 3 2  T H E N  P O K E  3 5 2 ,  N O T  ( P E E K ( 1

5 2 ) )
PE 2 3 0  I F  K = I 5 5  T H E N  P O K E  3 4 9 , 3 8 1 P O K E  3 5 0

, 6 0
JG 2 4 0  I F  K = 2 7  T H E N  E N D
MM 2 5 0  G O T O  2 1 0
AJ 9 9 9 9  R E M
AD 1 0 0 0 0  D I M  V I :M S ( 1 1 3 )
EU 1 0 0 1 8  R E S T O R E  1 0 1 0 0
L J 1 0 0 2 8  F O R  X = 1  T O  1 1 3
PC 1 0 0 3 8  R E A D  A
OR 1 0 0 4 8  V B M 5 ( X , X ) = C H R S ( A )
NO 1 0 0 5 0  N E X T  K
DV 1 0 0 6 0  R E T U R N
YE 1 0 0 9 9  R E M
OU 1 0 1 0 0  D A T A  1 8 4 , 1 0 4 , 1 0 4 , 1 4 1 , 9 5 , 1 , 1 0 4 , 1 3

3 . 2 0 5 , 1 0 4 , 1 3 3 , 2 8 4 , 1 0 4 . 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 ,
2 e 6 , 1 0 4 , 1 3 3 , 2 0 9 , 1 0 4 , 1 3 3 , 2 0 8 , 1 6 0 , 0

PX 1 0 1 1 0  D A T A  1 4 0 , 9 3 , 1 . 1 4 0 , 9 4 , 1 , 1 7 7 , 2 0 6 , 1
4 1 , 0 , 2 1 0 , 1 0 4 , 1 7 0 , 1 0 4 , 1 6 8 . 1 6 9 , 7 . 3 2 , 9 2 , 2
2 8 , 9 6 , 1 7 3 , 9 6 , 1 , 2 0 8 , 6

;
.

PLO
TOY
ID A
JSR
RTS

; r o u t i n e

141 ; f o r  d e f e r r e d
SETUOV ;  v e c t o r

,  ate l e Hg e He l ta4 2 1 1 1 • 1 4 -0 2 4 6 2 1 -0 2 -0 1 . 1 6 -0 4 2 0 . • -si s
: *  V E R T I C A L  IS LAM IC M U S I C  P LA Y E R  •
o f  F O R  U S E  W I T H  B A S / C  P ROGRAM S  *

b y  *
J o h n  OOOOO .

: *    *
2al A s s e m b l e r  s o u r c e  c o d e  f o r  APSAC *
; *  N E W  A T A R I  U S E R  A P R I L  1 1 . 1  •

. lidelelf-101-114132-2142.21-111.1ellaalsoltINSHISISH21-teleadelliftetelf
; I N S T A L L  V S  R O U T I N E
. ade samaimalitisate itorae lle gode lidEASESIe d.Hattal2 2 1 1 0 .1 0 1 2 al•

O RG 5 6 0 0
O l e p l a L e  w i t h  . . . ,  f o r  A $ s c m e L c x / c o / T o x
; a n d  M A C / 6 5
: G e t  d a t a  p a s s e d  b v  U s k  c a l l

PLO
PLO
PLO ; n u M b e r  o f
s l i t  N U M A T E  :  n o t e s
P L O
STA V O L U M E + 1  ; a d d r e s s  o f
ALA ;  v o l u m e
STA V O L U M E  1  e n v e l o p e
ALA
' ,T O  1 ' 1 1 E 0 + 1  : a d d r e s s  o f
PLO ;  n o t e
STA r T H E A  ;  f r e q u e n c i e s
ALA
STA L E N O T H . 1  ; a d d r e s s  o f
PLO ;  n o t e
STA L E N G T H  ;  l e n g t h s

: I n i t i a l i s e  c o u n t e r s  f o r  r o u t i n e
L O Y  1 3 0
STY * T E C H . .
STY L E A C N T

; S t a r t  e 2 r 5 t  n o t e
LOA C F R E C t l , t
.STA A U O I T I

; I n s t a l l  U f f  r o u t i n e
P L O  ; g e t  a d d r e s s
TAX ;  o f  V i l

;
t ve R OU TIN E .

M u s i e

p• A V

CONE

E X IT

LOA
ONE
sTA
JAP
IN C
2_22
,
0
LOY
CMP
OCC
LOA
STA
IN Y
S l y
C P Y
BCC
LOY
STY
ID A
STA
LOA
EMI.
O CS
T O Y
LOA
[OR
53222
JMP

CATRL ; i s  b y t e  i n
M US IC j  C R T A L  z e r o ?
AUOC1 j i f e s  -  t u r n
M IT U 8 0  1  o f f  s o u n d
LESICNT ; n o  -  i n t .
LeaC OY  ;  c o u n t e r
ATE CTIT i s  n o t e
C LE N GTH I ,V  ; fi n  OOOOO ?

COAT i l f  n o t
A8 l y e s  -  s o  8 0
LE NCAT ;  o n  t o  n e x t

; n o t e
NTE CNT
NUMATE l e n d  O f  t u n e ?
PLAY l i f  n o t
AO ; y e s  -  s t a r t
NTE CAT
c F R E A T , I
.  ; p l
a y  
n e
w

i t U D F L  2  n t i t •
LE NCNT h a v e  w e  g o t
01$28 :  t o  e n d  o f
E X IT  ;  v o l .  e n v .

; n o  -  g e t
fv o L U M E 1 , Y  : v o l U n e
o $ a e  ; n o  d i s t o r t .
AUOCI.
X I I V A Y  l e v i t  g o t

, i s o r l e p t a l l e s t i l l H I H e t i t H e l e i t

RO O M 0 5 0 5 0 0 0 0 0 0 5 0 1 1 0 0 0 0 0 5 0 0 0 0 0 0 N R R

;E QUATE S
, * * * * * * * * * N o l i a m m i i i i i i i i i i i a i m e * * * * * . * * * * * * * *
: T h e s e  a r e  S t a n d a r d  A t a r i  e q u a t e s
sE TV OU 7 .  S fe e i C
R ITU OU  .  $ f 4 6 2
A U 0 fi  .  $ 0 2 8 0
AUDCI .  $ 0 2 0 1
: S t o r a g e  l o c a t i o n s  f o r  r o u t i n e

( b o t t o m  4  l o c a t i o n s  o f  t h e  S t a c k )
ATE CAT . ;  4 1 6 0
L E NCI S T  z  5 1 5 (
NUMATE =  S I S F
C A TR I  =  $ 1 6 0
; Z e r o  p a g e  i n d i r e c t  a d d r e s s e s  f o r
: t u n .  d a t a
VOLUME ,  4 C c
r l f t 0  m  S C E
LE NGTH m  $ 0 8
I
; A l l  t h e  c o d e  i s  r e l o c a t a b l e ,  b U t  t h e
; a d d r e s s  o f  t h e  U 8  r o u t i n e  m u s t  b e
;P a s s e d  t o  t h e  i n s t a l l a t i o n  r o u t i n e

as  t h e  fi n a l  p a r a m e t p r  i n  t h e  U 5 R
; c a l l

MACRO ASSEMBELER SOURCE CODE FOR VW MUSIC PLAYER

V0  M A C H I N E  C O D E  D A T A

AK 1 0 1 2 8  D A TA  1 4 1 , 1 , 2 1 0 , 7 6 , 9 6 , 2 2 8 , 2 3 0 , 5
1
4 ,

1 , 1 7 3 , 9 4 , 1 , 1 7 2 , 9 3 , 1 , 2 0 9 , 2 0 0 . 1 . 4 4 , 2 4 , 1 5 9
, 0 , 1 4 1 , 9 4 . 1 , 2 0 0 , 1 4 e

CS 1 0 1 3 0  D A T A  9 3 , 1 , 2 0 4 , 9 5 , 1 , 1 4 4 , 5 , 1 6 0 , 0 . 1
4 0 , 9 3 , 1 , 1 7 7 , 2 0 6 . 1 4 1 , 0 , 2 1 0 , 1 7 3 , 9 4 , 1 , 2 0 1
, 3 2 , 1 7 5 , 0 , 1 5 0 , 1 7 7

HM 1 0 1 4 0  D A T A  2 0 4 , 7 3 , 1 6 0 , 1 4 1 , 1 , 2 1 0 , 7 6 , 9 5 ,
2 2 0

VG 1 0 1 9 9  R E M  m o o n n a m u m m Al
YR 1 0 2 0 0  D I M  V O L U M E S ( 3 2 )
GZ 1 0 2 1 0  RE S TO RE  1 0 4 8 0
AM  1 0 2 2 0  F O R ' 1 4 =1  T O  3 2
P I  1 0 2 3 0  R E A D  A
AC 1 0 2 4 0  v o L u m E S ( x , x ) = c H R S c A )
NH 1 0 2 5 0  N E X T  X
I K  1 0 2 6 0  R E S T O R E  1 0 5 0 0
TM 1 0 2 7 0  R E A D  N N , D
TN 1 0 2 0 0  D I M  FAE nS ( oN) , LE NG THS c O N1
OS 1 0 2 9 0  F O R  X = 1  T O  N N
UN 1 0 3 0 0  R E A D  0 1 , 0
MJ 1 0 3 1 0  F R E o g ( x , x )
-
. 7 . C H A S C A )
GN 1 0 3 2 0  L E N G T H S ( x , x ) = T H R S ( x x o )
MC 1 0 3 3 e  NE X T x
MA 1 0 3 4 0  A = U 5 R 1 A o R ( v 0 M 5 ) , A N , A D R ( u O L u m L S ) ,

A D O ( FR E Q S ) „ A oR E LE N G Tx $ 3 , A P A ( v om S )
-
4 - 4 7 )

110 1 0 3 5 0  P O KE  3 5 2 , 1
EE 1 0 1 6 0  RE TURN
OL 1 0 3 9 9  R E M
PV 1 0 4 0 0  D A T A  0 , 1 5 , 1 3 , 1 1 , 9 , 9 , 9 , 9 , 9 , 9 . 9 , 9 .

9 , 9 , 9 , 0 , 8 , 7 , 7 , 6 , 6 , 5 , 5 , 4 , 4 , 3 , 3 , 2 , 2 , 1 , 1 ,
0

GL 1 0 4 9 9  R E M  m u n a g e m a r m .
MK 1 0 5 0 0  D A T A  3 1 , 1 2
PT 1 0 5 0 5  R E M  3 1  N O T E S ,  N O T E  O F  L E N G T H  1

L AS T S  F O R  1 2 / 5 0  S E C O N D
OA 1 0 5 1 0  D A T A  1 2 7 , 1 , 1 0 1 , 1 , 8 9 , 1 , 7 8 „ 5 , 1 2 7 , 1

, 1 0 1 , 1 , 0 9 , 1 , 7 0 , 5
UM 1 0 5 2 0  D A TA  1 2 7 , 1 , 1 0 1 , 1 , 0 9 , 1 , 7 8 , 2 , 1 0 1 , 2

, 1 2 7 , 2 , 1 0 1 , 2 . 1 1 3 , 5
GE 1 0 5 3 0  D A TA  1 0 . 1 , 1 , 1 0 1 , t , i 1 3 , 1 , 1 2 7 , 4 , 1 0 1

, 2 , 7 0 . 2 , 7 8 , 1 , 8 9 , 5
KY 1 0 5 4 0  D A T A  1 0 1 , 1 , 0 9 , 1 , 7 0 , 2 , 1 0 1 , 2 , 1 2 7 , 2

, 1 1 3 , 2 , 1 2 7 , 5
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XI/XE UTILITY

RESTORER
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has been corrupted or you've dcleted some import ant
document  fi les? Over the years I 'm sure many  of  us

have. Maybe this  program is the answer to those problems.
RESTORER will restore many  fi les that  you may  have thought

lost forever. I f  you cannot  access the file. because VTOC has
been corrupted then RESTORER can help.  I f  vou have s imply
deleted the fi le and haven't  writ t en to the disk  since then you
would have no problems  recovering the file. The program can
restore ASCII. Basic or Machine language and you should have
no problems  prov ided that the sector links are st ill correct.

HOW THE PROGRAM WORKS
AND HOW TO USE IT

RESTORER first loads into memory  two short  machine lan-
guage programs.  The fi rst  enables access to the disk  sectors
(this short  program was published in COMPUTE!  many  years
ago). The second assists in work ing out  the sector links  (this
was  f rom a PD program bought  out  by old Atari User). Then
program then goes to a Menu.
On selec t ing item I  t he program goes s t raight  to sector 361,

the beginning of the directory,  and shows you each fi le on the
disk  together wit h its fi rst  sector number and the total number
of  sectors. I f  you ret urn to the menu,  you can then look for the
sector linkage (by press ing 2) and prov ide a hard copy if
desired. I f  you haven't  got a printer then typing '? SEC$' when
the *Ready" s ign appears wil l enable you to see the sector
linkage.  press 'CTRL l '  to s low it down.  By  the way, i f  you
haven't  got a print er then 'CLOSE #7:0PEN #7, 8, 0. ' ? '  mus t  be
deleted f rom line 10 or an error will be produced.
Pressing 14 R N )  wil l  immediately  begin res toring the fi le

display ing necessary inf ormat ion on the screen. Before com-
menc ing it  does a check to make sure that  there is enough
memory .  if  not then it  displays how many  passes it  needs. Jus t
follow the prompts  and the fi le wil l  hopefully  be restored.
A fi lename Is asked for before you save the data. but  this

could be changed to keep the fi lename as the original whic h is
In 'F'2$'. The fi le is saved to disk in a somewhat  s low and
primit ive manner and this  does need to be improved upon,  but
for the moment  IA rorks fine.
If in the Menu mode you hit  2 but  haven't  already been to the

Directory ,  then you wi l l  be asked to supply  the Firs t  and Total
(opt ional,  you may  supply  a 'dummy '  number) sector values,
but  when coining front the directory  the program assumes the
values of the last direc tory  fi le read.
The program restores the file by direct ly  accessing the sector

and s toring it in ST'S. I t  then computes  the address of  the next
sector f rom the last 3 bytes of  each sector in D$,  i f  'N equals
'0' then its the End of  File. Note that  when s toring into ST$
only  125 bytes are saved as the last 3 that  prov ide the essen-
t ial inf ormat ion that  determine the sector linkage will have to
be changed when resairing to disk,  fortunately  the computer
does this  for you.

I s s u e
5 2 1 -
N e w
A t o r i
t h e r

0$
F$
FIS
F2$
RS
BINS
D$(128)=" "
STS
SEC$

TS
PR
FL

PT
SEC
BUF
X

Z and ZI

SAVING MEMORY
If you wis h to save memory  then prov ided that  you k now the

Firs t  and Total (opt ional) sector values then you can delete
muc h of  the program,  Lines  20-300 and 700-820 can go. This
wil l  save 2k  of  memory.  Jus t  add:

11? "INPUT T S / F S
-
: I N P U T  
T S , S : G O
S U B  
5 9 0

I have tested this  program on many  types of file and success-
fully  restored all fi les inc luding long machine language prog-
rams.  All ASCII fi les can be restored wit hout  any problem.  I
have not  been able to test the program on fi les that  produce
*ERROR 164 - Fi le Mismatch'  as I have none, but  suspect that
you wi l l  have to use a disk editor to fi nd the beginning of  the
file, t hen you should be O.K.
There are very few checks or t raps so hit  the BREAK key and

restart  I f  you make a mistake,  but  don't  do it  if  the drive Is
saving datal.  I f  you do by mis take type 'CL. #47RETURN before
res tart ing or the disk may  get scrambled.
This  program could be compacted to save further memory  by

us ing 'COMPACTER' f rom Page 6 PD Disk  'Ut ilit ies  it2' (an
excellent program,  but  what  language is it  writ t en in? I've often
tried to change It to accept a fi le f rom1)8: '  and then have it
compiltel to make it  faster, but  it  will not  accept it. Could
anyone shed some light  on this?). RESTORER could then be
speed up by us ing the 'Turbo Compiler' .
The program has been really  badly  writ t en and I apologise to

all you fi ne programmers  out  there, but  Just hope that  RES-
TORER will be of  assistance to many  of  you. Any  improve
merits  to the program wil l  be gratefully  apprec iated

WHAT THE VARIABLES DO
Stores the data tram the selected sector
Holds information on each directory file
Directory fi lename
Directory fi lename to be restored
Awaits response to question
Stores 2nd ML code
Fills D$ with 128 spaces: DS will not get sector without this
Restored file kept here
Stores sector linkage numbers
Sector no.
Directory File No.
No. of next sector
No. of bytes per sector
Total no. of sectors in fi le
Flag - 1=onnt out 0- no print Out
Flag - I -t ile  to be saved irunore than 1 part 0 - ille to be
saved in 1 pad only (Not the same as PT)
How many parts file will be stored in
No. of sectors stored
Size of buffer length
Amount of sectors that can be stored in STS. Dependant
on memory
Help determine how many parts file will be stored in



E l  1  RE M
DC 2  RE M  *
RO 3  RE M  *
AG 4  RE M *
EC 5  P E N  *
BH 6  RE M  *  NE W A T A R I  US E R -  F E B .  1 9 1 2  *
(O  7  R E M  twwww1411-10H4/1414141-14414HOmmootwowwwwoototo
MN 8  R E M
C I  1 0  D I M  D $ C 1 2 0 ) , F S C I 6 ) , F 1 S C I G ) , F 2 S 4 1 6 ) ,

R S I I ) , B I N S 4 1 6 ) : D S C 1 2 8 ) = "  " : C L O S E  4 4 7 0 P
EN 1 1 7 , 6 , 0 , " P " : P O K E  7 1 0 , 0 : P O K E  7 5 2 , 1

JS 2 8  G O MM) 5 9 0 : G O TO  7 0 8
US 3 8  S = 3 5 1 : C = 1 1 ?  " R " t P O K E  7 5 2 , 1
OR 4 0  I = U 5 R ( 1 5 3 7 , A D R C D S ) , S , 1 , 8 2 )
FU 5 0  FO R  Fr . 1  T O  8
TM so POSITION 1 1 ,1 1 T "MMUMMIUMMOMMUUM

RESTORER
b y

K i t  I L•thi i i 0

GT 6 1  P O S I T I O N  1 2 , 2 1 ?  " H I T  0  TO  RE S TO RE "
ES 6 2  P O S I T I O N  1 3 , 3 ?  " H I T  a  FO R M E NU"
CA 7 0  P O S I T I O N  1 4 , 5 1 ?  " F I L E  M O :  " : C : "  "
TL 0 0  Fs=pscci6mr)-1.1-1.15,t16*F»IFIS=c4(tc

1 . 6 * F ) + 1 - i 6 ) + 5 , C i 6 4 4 F ) )
CP 9 0  P O S I T I O N  1 8 . 7 1 ?  - >  " : F 1 S ; "  "
GF 1 0 0  N = A 5 C ( 1 S ( 4 , 4 ) ) + A 5 C C F S 4 5 , 5 ) ) * 2 5 6
CL 1 0 5  Ts=asccFsc2,2» ."AsicerS(3 ,3»*256
V I  1 1 0  P O S I T I O N  1 1 . 9 : 7  " F I R S T  S E CTO R:  " ) 1 4

••• • •
TG 1 1 5  P O S I T I O N  1 1 , 1 1 : ?  " T O T A L  S E CTO RS :  "

T 5
;
• •  
•
•

OU 1 2 8  P O S I T I O N  1 9 , 1 3 t I N P U T  N 1 6 : R S : C = C + I :
I F  R S R "  TH E N  S = M : F2 S = FI S : G O TO  4 0 0

RW 1 2 5  I F  R6. 7 . "H" TH E N  7 0 0
OJ 1 1 0  N E X T F : 5 = S + 1 : G O T O  4 0
OV 2 0 0  D I M  S E C 6 C T 5 * 5 )
TO 2 2 0  ,  " M " : I F  P R = 1  T H E N  ?  M 7 : " F I R S T  S E C

TOP I S  -  " ; N
RN 2 2 5  ?  : ?  "CHE CKI NG  S E CTO R L I N K  . . . . .

FL=1 :G O TO  2 4 5
LL 2 3 0  I = U 5 R ( 1 5 3 7 , A D R ( D S ) , N , 1 , 0 2 ) : 5 E C = 5 E C
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T he  New Year has conic a l l

and gone and so have a
those resolutions that you promised to keep and
now you can't even remember what they were.

Well 1 have the answer, all you have to do is to read this
issues Tipster file and that should see you through all
those little resolutions you missed like "1 shalt read the
Tipster . forever until my eyebalLs burst!"
We have the solution for Yogi Bear and the Greed

Monster and the complete map and helpful tips for Price
of Magik. Tips The Goon les,and a nice map for Crystal
Raider abound so without further ado lets get gaming!
Tobias Jorbom (hi there Tobias. nice to hear from you
again after such a long time) from Stockholm in Sweden
has sent in a couple of nice maps for Crystal Raider and
Price of Magik and all the stuff necessary to clobber the
aforementioned game. I told you that someone would
come up with the answer to my requests and 1 was
right. (sorry you were a bit slow Starjleet Controller!)
O.K. so you want the tips for Price of Magik What's it

worth? You'll stop reading? Okay then if  you're going to
play dirty just look across the page!

QUICK ES QUICK ES QUICK ES
Speilunk ing should be a lot  easier wit h this  one f rom Paul

Cole of  Ashford as he offers these t ips for B O U N T Y  B O B .
Set the special code to 61800 and hold down the 1.
4 k e y  a n dthen press the OPTION key. Start  the game. the keys arc.

= BOUNTY BOB FLOATS
Q = NEXT SCREEN
A = BACK A SCREEN
B = ORIGINAL POSITION
Z = RESET SCREEN

Also f rom Paul is a handy  lit t le thingy.  II you hold down the T
key on boot ing up C O N A N  T H E  B A R B A R I A N  you
are granted immort al i t y  while play ing the game.
From Harvey Mil ler comes this  t iperooney for K E N N Y

D A L G L I S H ' S  S O C C E R  M A N A G E R .  If when you
are watching the graphical highlights  of  a game you tap the fi re
but t on cont inuous ly  you can watch the game in slo-mo.

ST Again I bring great joy for all those ST demo freaks out there who just
love finding the cheats arid hidden screens in the worlds best ST
demos.
This issue there is only one, and by crikey its tor the best STOS demo

there is. The Retinal Burn Demo is by the Asylum (TTC, Digi Tallis  and
The Bomb Squad) and is available from the Page 6 library as of this
issue.
Okay, so to get to the demo you must press help twice when it gives
YOU the credits at the beginning and then type in O X P C K
Fill in the missing letter it you know what's good for you, and then sit
back and enjoy some beautiful tracking 'n' dancing sprites.
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SMARTER THAN THE AVERAGE TIPSTER!
To go with the map and hints for Yogi Bear and the Greed Monster in
issue 52 here is the solution thanks to Michael Emerson of Nailsea.
To this solution there is a key which must first be explained otherwise it's

going to he impossible to understand.

P13=PICNIC BASKET. S=SWEETS, H-HONEY.  M=MONEY, C-CAN
OF POP. T=TOY, B-BUBBLE GUM. K I=KEY I K2=KEY2 etc.
DI=DOOR I DI=DOOR2 etc.. LI.D,L,R,=UP. DOWN. LEI-T. RIGHT

G E M S
A few quick  gems are available f rom Jan Elliot  and Mat t hew

Gates of  Slade Green and wit hout  f urther ado and wit h im-
mense pride and pleasure we present you the t ips that  reach
places  ( T h a t ' s  enough of  thatl Ed)
If you put  a heavy weight  on the CONTROL and the S key in

P R E P P I E  t hen it  might  be s low but  most  of the t ime it
disables the t imer.

By driv ing into a sk ip on your bike in D E S P A T C H
R I D E R  it  gives you another place to pick  up a package.

S t ) 1 ut ic , r 1
GET P a  D, GET S, PUSH LEVER ON LEFT. D TUNNEL, R. U, U,
GET H, R, GET M, L, D, R, GET C, D, GET T, R. GET I  AND BLUE
TUBE, D, D, GET T AND M, L. GET T, D. GET T, L, U, GET M. R,
L. U, R. GET PB, R, GET T, L. L. L, GET T, D, D, GET M (AVOID
KEY 6), R. GET M, R, R, GET S, R. GET M, GET T, U, GET C. U.
GET M. R, GET PB, D. GET S, U. OPEN Di , U, L. D, GET T, U, R.
R. GET M, D. CHANNEL TO AVOID FLASHING BALLOON, GET M,
R, D, R. GET M, U, GET T, D. R, D. GET T, AVOID B, R. GET T, D.
GET PB. L. GET S, GET KS, L, GET M. R, R. U. L, L, U. L, D. U, L,
LI, CHANNEL, L, U, L, U, GET M. D, GET S. OPEN D5, GET QUICK
DRAW MCGRAW, U. U, R, D, A, D, R. U, L, GET T. R. U, GET H,
GET T, D, A, U. R, GET T. R, GET M, R, GET H AND K2, L, L, D,
GET T. L, D, GET H. D. R, D. R, U, GET T, OPEN D2 AND
RESCUE BOO BOO, GET PB, D. D, L, U. L, L, U, L. D. L, D. D,  L,
L, L, GET K6, R. R. R. U, U, R. U, R, D, OPEN K6 AND RESCUE
SNOOP AND BLABBER, U, U, L. U, L. U, L, GET 1(3, R, D. R, D. R.
D. A, 0, R. D. U, U, GET M, U, L. GET M, A, R, GET M, D, GET M,
U. A, D. GET T, L, D. GET M, D. R, OPEN 03 YOU HAVE NOW
REACHED THE "GREED MONSTER

-

Dur ing the bout  against  the BRONX BOMBER in F I G H T
N I G I  I r .  guard yourself  well and t hrow few punches. I f  you
have more points  at the end of  round three t han him then he
wil l  be knocked out.

In R O G U E  instead of  pressing T for the map press
OPTION. You can st ill move about  but  it  is  slower.

On level 8 of H E N R Y ' S  H O U S E  c limb the ladder
between the mov ing spiders. Keep press ing the space bar to
pause the game unt i l  you have stopped It jus t  as it  going up.
Push joyst ick to the left and take off  the pause. Run like hell
and take the cross,

If an alien boards your ship in R E S C  J E  O N  F R A C  -
T A L U S  and the mother ship is in the area, press B for the
booster and the craft wi l l  swerve about  a bit  but  in t ime c l imb
and k il l the alien in space.
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Name Sanity Description

-
EMEEMEM
• r,

,
irr4 %non

100 Examines if target  is magic  pendu lum

EMS11111112Tg2 2  ::„,.7E

How to get the knucklebone:  Take mandrake
How to learn magik: Read scroll
How to find prism: Cut the mirror with the ring

Name Sanity Description Learning F o c u s
place (object)

How to read parchment: Cast FLY on yourself DOW 100 Examines if target  is magic  pendu lum pendulum
How to get armour: Bury knucklebone, skull and bones with a MAD 100 Makes target  mad table grimoire
shovel
How to get sword: Pull the lever

SEE 100 Detects secret doors lab feldspar
lens

How to pass werewolf: Carry the wollsbane FIX 91 Cure target tapestry valerian
How to be young again: Touch the Red Moon
How to pass slug: Throw salt at it

FIN 91 Turns mail-wearing target
into a fish

silvermail s ilvermail

How to get staff: Cut  vine BOM 81 Brings things to life c lock t rumpet
How to see in darkness: Rub eyebright flowers in your eyes KIL 81 Makes target  go berserk worgame axe
How to get balls: Take the monkey to the cold store. Search the DET 71 Detects dangers priest hole eldars cross
snow once the ntonkey has one
Secret doors?: In oak panelled corridor and in the study

XAM 71 Examines rnogik  propert ies  prism
of target

prism

How to get wheel: Hynotise the bat
How to get silver mail: Give robes to the Golem

ZEN 61 Takes you to the mists of p a r c h m e n t
t ime

mirror

How to kill spider: Cut the web SPY 61 See room where target  is statue c andle
How to pass Bloodworm: Carry hat
How to pass Gargoyle: Tell it the answer of the riddle (=fear)

ESP 51 Look into room in any
direct ion

front door crystal ball

How to pass Moon beasts: Wave mirror
How to enter stone room: Cast ESP spell at door, cast BOM at

FLY 51 Makes target  fly ominous
c hamber

broom

idol, cast ESP at door, cast HYP at idol, cam ESP again and say ZAP 41 Lightning strikes at target wargame ashes
"Idol, open door" DED 41 Canc el all spells altar wheel
How to beat Myglar: Cast ZEN, then cast DED SAN 31 Makes target  sane plaque c law
How to get to Stonehenge: Cast BOM at the picture IBM 31 Makes target  fearful blue box blue box
How to get to other plain: Rub the Talisman HYP 21 Hypnotises target inscript ion staff
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HERE COME
THE GOONIES

As promised last issue here is the solution to The Goonies from Nick Farley ol
Bourne in Leicestershire. It isn't backwards because I've written it bacliwards and its
incomprehensible so its forwards I'm afraid

L e v e l  1
Move man along 2nd platform and up the ladder. Run left and jump over the chair

and push f right  till it is under the ladder. Jump on the chair, climb the ladder arid go
right to the printing press. Stand in front of ii and A will spit out money and the bad
lady will collect it. Leave the man by the press and press lire. While the lady is
collecting the money move the man down the ladder and run tell and jump at the
water, The fire will go out and the hole will be revealed. Go down it and press fire.
Just as a piece of money falls from the press, run down quickly to the fireplace.
There should be enough time to get there but it is very hard, Go down the fireplace
and run right down the tunnel.

L e v e l  2
Run past the falling boulders by pushing against them when they are down, Move

on to the lilt and drop down to the bottom of the screen and run left to a corkscrew
type thing Thu5 ilts another boulder) Press fire and dodge the boulders. Go down to
the lilt and go left 01110 the barrel. Press right to travel left and stop by the pan
dropping water. Press fire and move man to the far left on the platform so he is safe
from bats. Press fire and press right, dodge the water falls and jump onto the bank.
Jump onto the mound and travel along the pipe and collect the key. Move both men
to opening which has lust opened

L e v e l  3
Go right and go up ladder and move so that you're not under a gas saltier. Press

fire, move 2nd man to same place as first man Climb ladder and jump gap and
climb another ladder. Jump into pipe and climb cross Press lire. Go next to first gas
lap and stand in front old. Press fire. Go dawn ladder and climb up half way on the
next ladder. Press fire Climb up the ladder. Jump left and go down the ladder and
go to The pump. Press lire, climb the ladder and operate pump. The pipe will blow up
and you must go through it.

L e v e l  4
This is a very hard level. Keep the ball moving, when you jump on strings the cover

on a hole disappears and The stopper at the end of the platform comes up. Let the
ball roll around the lop level using the sinng. Press lire when it is safe and move the
other man down to The next level Press tire, let the ball fall down the hole, Press fire,
keep it rolling around the level while you move the other man to the 3rd platform. Let
it tall down the hole and keep it rolling on the 3rd platform till you gel a man to the
very bottom ot the screen and push the lever. A bar from the exit disappears. Do This
three t imes and escape t ro u g h  the holes where the bars were.

L e v e l  5
This level is too unpredictable to explao accurately. What you have to do is move

skulls to the bottom right to form a ladder before they become skull ffies, When you
jump on bones on the ceiling the ladders disappear or reappear. If you go through
the big skull's mouth you appear at the top right of the screen, through its left eye
you end up at the bottom left of the screen and if you are at the top right of the
screen and keep going right you end up at the right eye. Climb the skull ladder and
go down the tunnel to escape.

L e v e l
When blue blobs fall on the coloured notes the platform of the same colour

disappears. Move to the bottom middle of the screen, move up a ladder and jump
onto the bone above it. The door disappears. Press fire, move down to the middle
bottom of the screen and go through the doorway. You will appear at the top right of
the screen. Work your way downwards by the small platforms and go to the bottom
right of the screen. Jump onto the bone Press fire, move the man down the ladder
through the open ga le  and down the screen in  the same way as belore. Jump on to
the small white platform and then onto the bottom right platform.

L e v e l  7
Move both people right and on to the ladder. Move one man up to the lop of the

ladder and lump him on to the bars up the other ladder and across the pipes going
left Jump on to the right pinball springer and keep jumping till you grab Onto the
bone which drops a box into the water Press lire, move the man on the ladder and
push the box until it is under the bone. Jump into the box and jump onto the bone.
This releases the lett pinball springer. When you jump on it the octopus goes down
into the water Jump out of the pinball bit and jump into the tunnel past the octopus.
Press fire and move the door man to the same place.

L e v e l  8
Go up the big ladder and walk right until you get to the mast. Go down the ladder

and lump on to the siring. Press fire, go up the long ladder and down the first open
trapdoor. Go to the ladder and pull the chain. Press fire, go up 2 ladders and down
the short ladder to be by the tall person. Press tire, go down next short ladder and
go across and pull the chain. Press lire go down the ladder and through the open
trap door. Walk right and climb all 3 right ladders. Push chest off the ledge To kill
the lady when you do this make sere you are the tall person or she will kill you) go
down to the bottom of the ship and climb all 3 ladders on the left, and pull the string.
Press fire, go down the open trap door to the chain with the other person on it and
jump on it. Press fire, lump oil the chain and go up the 3 ladders on the left. Go
across to the mast and go down the ladder so you don't fall down the hole. Press
fire, move up the first 2 ladders on the right. Jump on to the sail boom on the mast.
Press fire, move the lever. Press tire, go onto the deck with the chest on d and move
up to the chest Press tire, go down the trapdoor and up the 3 Ladders on the right
and move over The chest, You w,11 now get a nice ending picture because you have
completed The Goomes,
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CRYSTAL RAIDER
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HOW TO HANDLE YOUR CHOPPER
Andrew Birmingham (see you don't have to threaten me with a

joystick!) f rom Cambridge has some tips for the helicopter sim
T O M A H A W K  that complement those from last Issue. He
says that when you start don't take off, raise your thrust  and
collective but stay on the ground. Put your weapons on the
tracking "square" and use your rudder to turn through 360 a  few
times and watch for enemy tanks and choppers on it. When It
locks on get it  in your sights and now lake off and hover a couple
of feet off the deck and fire. Now land and fly around around On
the ground by pushing fotwards on the joystick and by using the
rudder to steer yourself. When you fi nd another enemy fly up to it
hover and shoot, you can hover in f ront  of an enemy tank and it
won't  shoot back!

That  wraps up this  issue apart  f rom the help that  people need
before they start  gnawing their own arms  and legs of f  over a
game that  you have completed.  Do the right  t hing send 'em in
(letters that  is, not  arms  and legs).
Sherman Hil l  of  Burton-on-Trent  asks the quest ion 'When is

the Atari ST vers ion of  Zeppelin's  megamighty  game
Z Y B E X  to be converted?" Well as far as I k now they were
never going to do a conversion but  you could change their
minds  if  all you STers  (that  inc ludes  me as well) bombard
them wit h letters ask ing t hem to do a convers ion (Zeppelin are
going to love me for that  one!)
In answer to Dav id Hurs t  plea for help wit h S P E L L -
B O U N D  all I have to say is look at issue 42 for the solut ion.
Su Tutcher of Stanford-Le-Hope wants  to k now if  there is a

way to sk ip levels in Drelbs• I don' t  k now but  one of you lot
does!
T H E  H U L K  and S T A R C R O S S  are prov ing prob-

lems for Robert  Reid.  He can only  go into two rooms in The
Hulk  and gets k illed if  he goes outs ide and in Starcross he can
only get to 3 rooms. Come on get moving you lot!
All that  is left for me to do now is to hope that  you had a

Merry  Chris tmas  and that  you have a happy  and prosperous
New Year.
Oh no It's that address again!!!!

T H E  T I P S T E R
N E W  A T A R I  U S E R

P .O.  B O X  5 4
S T A F F O R D
S T 1 6  1 D R
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OKAY, SHOOT!
Robert Patrice felt there
was not much software in
his native France so he
decided to shoot his Atari!
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friends of  mine asked me about  the same thing on the
XL/ XE.  Af ter searching for a good while I succeeded in

obtaining a light  gun and sof tware and have now tested all the
programs  available.  I have decided to writ e this  art ic le to
answer quest ions about  this  product .  the most  f requent  one
being 'Is it  wort h buying?',  (For those of you who want  to know
my  opinion wit hout  reading all the sof tware appreciat ions,  go
direc t ly  to the conclusion!).

BANG, BANG!
I wi l l  begin wit h the light  gun package. Well,  well,  well,  this

box contains a grey light  gun wit h cable and the "BUG HUNT'
cartridge. The light  gun has a very modern form and is rela-
t ively precise, but  the Bug Hunt  program is awf ul and unplay -
able. So, forget this  game. Yes. I know.  It 's a had beginning.
but  don't  cry, because here comes the greatest!
Have you ever heard of  C R O S S B O W ?  You probably

k new the arcade version who appeared in 1983 under the
Exidy label and discovered the VCS version adapted in 1987.
But  did you see the 8-Bit  version? Probably  not, but  let rue
explain how great this  game is. I didn' t  even k now that  this
game existed unt i l  I saw the t it le in the B4St C Computerv is ion
catalog, so I ordered it  f ront  the States and got it  some months
ago. The XL version has the Atari copyright  since 1988 under
the Ex idy  t rademark .
Imagine a game on cart ridge wit h 8 act ion screens plus  the

map screen plus  one beaut iful presentat ion screen, That 's  10
screens in 16K!! And what  screens!! Each is f ull of  colours and
sprites at which you can shoot. The aim of the game is to
escort y our f riends into the danger zones where loathsome
creatures t ry  to k i l l  them, The 8 danger zones are respectively:
the DESERT full of  scorpions. vultures,  snakes, rabbit s  and
ants: t he CAVERNS wit h bats, stalact ites falling f rom the wall,
ghosts; the VOLCANO and his  burning rocks and lava; the
J UNGLE wit h monkeys  t hrowing coconuts as well as vorac ious
plants:  the VILLAGE which has the most  import ant  quant it y  of
enemies wit h ghosts, wolves, the evil mas ter and people
appearing at windows  and shoot ing at your f riends: the RIVER
wit h bounc ing boulders,  pterodactyls,  spies, fishes, alligators ,
frogs and birds:  the DRAWBRI DGE in which you mus t  avoid
the archers ' arrows,  the pterodactyls.  the alligators  and open
the drawbridge and the CAS I LE HALL which is the fi nal scene
where you mus t  avoid the dragon's fi re breath as well as
arrows  fl y ing f rom the walls.
As you may  now have understood,  t his  game is really  great

and alt hough one of  the rarer pieces of software for your 8-bit ,

it is  perhaps one of the greatest games ever!
B A R N Y A R D  B L A S T E R  isn't  so rare but  Is the

second best  game for the light  gun.  This  t it le has been desig-
ned by K-Byte for our 8-bits  and has been available since 1987
on cart ridge under the Atari t rademark .  The act ion takes place
in a farnt  and you have to shoot  crit ters,  bot t les and varmit s  as
well as vegetables. This  game is addict ive and funny  as you
have to shoot fixed bott les on a fence, t hen mov ing bott les
t hrown by a farmer,  vegetables in the field, and many  animals
In the barn.  So, that 's  about  4 act ion screens. Animat ion and
colours  are well realised
C R I M E  B U S T E R  is another k ind of  action as you are

a detective and have to k ill gangsters. I n the fi rst  screen, you
are in a car on the road and are overtaken by other vehicles.
Some of  them are driven by gangsters who shoot  at you, so you
have to destroy them by fi ring on direc t ional arrows  in the low
part  of the screen indicat ing the direc t ion of  your shoot ing
bullets.  Then you arrive in a quarter full of  gangsters on whic h
you mus t  fi re, but  you have 12 sections in the city to clean
before ending your mission.  It 's not  a great  game as you have
to be very precise in the fi rst screen when shoot ing on arrows.
but  it  is an Atari t rademark  game and has many  screens and
each quarter is dif ferent.

SHOOTING DISKS
Well,  we have now seen all the cart ridges available for the

light  gun,  so let's have a look at game disks.
L I G H T  G U N  B L A S T E R  is the only  public  domain

game us ing the light  gun.  I t  was fi rst  published in the Febru-
ary 1988 issue of 'Atari User' and is now available in the Page
6 PD library  on the Pedrokko disk. All you have to do in this
game is to shoot  the most  c ommon coloured squares among
other coloured squares. Pedroldco has redesigned the game by
inc luding a gun sound FX created wit h Parrot  II and,  as he
says, the 'Dirt y  Harry 's  44 Magnum' ,
The latest game I have tested for the light  gun comes f rom

Italy and is called G A N G S T E R  V I L L E  f rom a sof tware
house called Lindasof t .  This  game has been writ t en in Basic in
1988. The aim of  the game as you may  have guessed f rom the
t it le is to k il l gangsters located in dif ferent  places. Among the
screens I have seen, the act ion takes place in an hotel,  bank,
house covered by snow, casino, post  and so on, but  I haven't
been any f urt her because they got me before!!

CONCLUSION
If you can put  your hand on a light  gun package, do not

hesitate, especially  if  you can have C R O S S B O W  and
B A R N Y A R D  B L A S T E R .  whic h wil l  boost the value
of the package!! As you have probably  understood,  t he light
gun alone Is not  wort h hav ing but  the light  gun wit h the two
above cart ridges is really  a great deal whic h wil l bring you
hours  of  fun and entertainment .  I f  you can t ry  all these three
elements,  you wil l  unders tand what  I mean!!
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quite short  and not  too diffi cult ,  but  like many  sub-
jects that  seem s t raight forward it  is poss ible to get in

a muddle if  you do not unders tand the basic princ iples.  For
convenience I wil l  use the t erm "random number  t hroughout
this  art ic le, but  what  I am really  talk ing about  are "pseudo-
random" numbers ,  Mathemat ic ians  are very fussy about  t rue
random numbers  and the generat ion of  such numbers  is a
science in its own right ,  but  for us the numbers  generated by
the Basic "RND" operator should suffice - unless you want  to
create a set of random numbers  for a premium bond draw or
some such project and then you wil l  either have to study the
mat ter in great depth or pay for a set of  random numbers  to
suit  your purpose.

THE RND OPERATOR
Atari BASIC gives us a random number generator in the RND

operator.  The operator has to have a dummy  variable wit h it
whic h is usually  set to zero, t hough any number wil l do. so the
expression to use is RND(0).  This  returns  a random number
between zero and one whic h is never equal to one. Thus  it  is
quite easy to make a whole list of  random numbers  between 0
and 1 each wit h nine dec imal places. Try  t yping ?RND(0) and
see what  happens  - you wil l  get results  like:

0. 390884399 and 0.657516479 and 0. 189633178

This  is not  very pract ical,  so I wil l go on to show how to get a
random number in the range 1 to 10. Firs t  mult ip ly  by the
required range of  numbers  in the series (in this  case 10):
RND(0)*10 - this  gives a random number  with 8 dec imal places
In the range 0 to 10 (but  never quite equal to 10).
Next t urn it  into an integer:  1NT(RND(0) 10) - this  t runcates

the number  delet ing everything after the dec imal point ,  so we
now have random whole numbers  in the range 0 to 9.
Finally  add one and the result  - INT(RN1)(0)*10)+1 - gives

random whole numbers  in the range I  t o 10. The same ex-
pression can be used for any range of  whole numbers  by
replac ing 1 wi t h  the s tart ing number and 10 wit h the range of
numbers  you wish to generate.
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USING
RANDOM
NUM :1ERS

1 . • • • •

PICKING NUMBERS
FROM A SERIES

Now we k now how to pick  a single number randomly  f rom a
predetermined range of integers, but  of ten we need to pick  a
series of  random numbers  wit hout  repeat ing any. as you
would if  you wanted to call the numbers  for a game of  Bingo.
Each number can be selected us ing the technique shown
above, but  It mus t  then be checked in some way to ensure it
has not  come up before. I f  it has already been picked it  mus t
be rejected.
One way of  ensuring that  a number is not  chosen twice is to

set a nag to indicate when it  is chosen the fi rst  t ime. I f  we look
at a series of 100 numbers  (1 to 100) we can set up a series of
variables FL A W)  to FLAG(100) to show when each number is
chosen. The variable must  be init ialised to zero at the start  of
the program to show the number is available and mus t  then be
changed to one if  the number  is chosen- Look at Lis t ing 1. I
wil l  not  explain it  line by line, but  it  does exactly what  I have
described above and generates a set of  numbers  in the range 1
to 100 in a random order,  us ing each number  only once. Run
this  program and you wil l  see the problem wit h this  method.  I t
starts choosing numbers  very quick ly  but  s lows down as it
goes on, This  is caused by the numbers  being "used up" so
that  the random number generator is more and more likely  to
choose a number  that  has been used before. When it  gets
towards  the end, let  us  say when ninety  numbers  have been
chosen. there is a 90% chance of  choosing a number that  has
been used already so the program has to loop several t imes
before it  fi nds a number f rom the unused ten remaining.  This
s ituat ion gets worse as we approach the last number  in the
series.
There is, fortunately ,  a way  to get away f rom this  problem and

that  is to remove numbers  which have been chosen and thus
reduce the range of  numbers  f rom which the next select ion wil l
be made. This  means we are always select ing a number  f rom a
range of numbers  which is equal in size to the numbers  left.
Lis t ing two shows a way of  doing this. Again it  is writ t en for a
set of  100 numbers .  What  I have done is as follows:
Lines  10 and 20 - make a set of  numbers  f rom I  t o 100 in the
variables NUM(1) to NUM(100) and set the variable RANGE to
an init ial value of 100.
Line 30 - generates a random number  PLACE between 1 and
RANGE.
L ine 40 - print s  to the screen the number  stored in the
variable NUM(PLACE).
L ine 50 I f  PLACE is the last pos it ion in the range forget it
and jump to line 70 where RANGE is reduced by one.
Lines  60 and 70 - I f  the chosen number is not  the last in the
range it  is replaced by the last  number in the range and then
RANGE is reduced by one. To explain that  another way, the
last number Is moved to replace the number just  used and
then the last place in the range is deleted.



WO I  R E M  N M $ M M $
W W X M X X X X K K W
M N
CR 2  R E M  *  T U T O R I A L  S U B R O U T I N E S
F B 4  R E M  *  R A N D O M  N U M BE R S  I
MU 5  R E M  *  b y
CO 8  R E M  *  I a n  F i n l a y s o n
OG 7  R E M  *
GB 8  R E M  *  N E W  A T A R I  U S E R  -  F E B  1 9 9 2  *
WW 9  R E M
N J 1 0  D I M  F L A G ( 1 0 0 ) : F O R  NUM -7 .1  T O  1 0 0 : F L A G

I N U M ) = 0 :N E X T  N U M
BP 2 0  F O R  C O U N T z l  T O  t e e
VG 3 0  N U M z I N I ( R O D C 1 ) * 1 0 0 4 . 1 . )
VW 4 0  I F  F L A G ( N U M 1 0 0  T H E N  3 0
P I  5 0  F L A G ( N U M ) 1
L K 6 0  9  N U M
VC 7 0  N E X T  C O U N T

WO 1  R E M
CR 2  R E M  *
GE 4  R E M  *
KU 5  R E M  *
CO 8  R E M  *
OG 7  R E M  *

T U T O R I AL  S U BR O U T I N E S
RANDOM  N U M BE R S  2

b y
I an  F i n i a g s o n

*

GO 0  R E M  *  N E W  A T A R I  U S E R  -  F E B  1 9 9 2  *
WW 9  R E M
WG 1 0  D I M  N U M ( 1 0 0 )
V I  2 0  F O R  C O U N T =1  T O  1 0 0 :N U M ( C O U N T 3 7 .C O U N T

:N EWT  C O U N T :R A N G E =1 0 0
I S  3 0  P L AC E =I N I C R N D ( 0 9 * R AN G E T 4 . 1
EX 4 0  ?  N U M C P L AC E )
HT 5 0  I F  P L A C E = R A N G E  T H E N  7 0
J8  6 0  N u M ( P L AC E ) =N U M C R AN G E )
ZX 7 0  R A N G E = R A N G E
-
I
BM 8 0  I F  R A N G E = 0  T H E N  E N D
S t  9 0  G O T O  3 0

Line 80 - checks to see if  all numbers  have gone and if  so end.
L ine 90 - jumps  back to line 30 to fi nd the next number.

If you run this  program and compare the t ime it  takes to the
prev ious one you wi l l  see that  it  is nearly  twice as fast. I f  you
then change the overall range to a thousand in each case and
t ime them again you wil l  see the real s t rength of  the second
method.  I t  is muc h faster. Wit h this  method the t ime the
program takes to execute is approx imately  proport ional to the
range of  numbers  being processed (ten t imes  as many  num-
bers take ten t imes  as long) while wit h the fi rst method the
execut ion t ime gets very long wit h quite small increases in
range.
I hope I have made the use of  the RND operator a lit t le

clearer.  The second lis t ing should be very easy to change to
meet specific requirements  in your own programmes.
Finally  I mus t  end wit h an apology. I am certain that  I have

lost some mail that  was await ing act ion and I t h ink  there may
have been one or two letters f rom you amongs t  it. I f  you have
writ t en to me wit h a query and have been wait ing more t han a
mont h for a reply  please do not  cont inue to suf fer in silence.
Writ e again and I wi l l  reply. The address is s t ill as follows:

Ian Finlayson, 60 Roundstone Crescent.
East Preston, West Sussex, BN16 11)Q

DISK BONUS
PIPELINE

a l l a r 4 1 1
1
7 1 1
1 1 1
• " " 'l i i i  rrrr 111111
- r r r r r r I T T T I TPRESS F I R E  T O  B E G I N

by Chris Guise
A thought provoking challenge

that tests your wits in completing
a pipeline as tune runs out

The object of Pipeline is to complete a pipe f rom one side of  the
screen t o  t he other within a  set  t ime limit .  You hav e certain
sections of the pipe in place and you must  figure out the course
of the pipeline by  using various angles  and straights available
Sounds s imple but  when the t ime ticks away  and the design is
complex you will begin tearing your hair out!
The program itself contains full instructions on how to play but

there is  cheat mode which will give you infinite t ime -  i t s  up to
you to discover how to activate it!

PIPELINE is the BONUS on this issue's disk which also contains
all of  the programs f rom this issue ready  to run -  no tedious
typing! Disk subscribers wil l have received their disk with this
issue but  you can purchase the disk separately for just E'2,95?
Order f rom PAGE 6, P.O.  BOX 54, STAFFORD,  ST16 1DR.
Send a cheque or P.O. o r  order by telephone using your credit
card - telephone 0785 213928

N O T E  F O R  4 0 0 / 8 0 0  U S E R S :  Th e  intro screen on the
issue disk does not  run on these machines. As  the disk boots
a jumble will appear on screen, just press START and you will
go straight to the menu.  You can replace the AUTORUN.SYS
file on the disk with one of your own to run the menu if you wish.
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TALES Of ADVENTURE
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ow that you have t r iumphed over all the t rials
and t ribulat ions  of  Zork II, af ter a short  well-
earned rest, you wil l  want  to send your adven-
t ur ing ego, once again defenceless and unpre •
pared, into the unk nown realms  of Zork III.

On power-up you wil l  fi nd yourself  at the bot tom of  an
endless stair,  wi t h the 'ole faithful brass lantern at your feet.
You were at the top of  this same s tairway when you completed
Zork  II, You soon fi nd a sword,  hut  unfortunately .  it  is embed-
ded in a large stone and despite all your efforts you cannot
wrench It free. So feeling very wary  and rather t imid your
adventurer begins its wanderings  around the unmapped caves,
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lost, wandering adventurer to a full blooded Dungeon
Master and Enchanter.  Not  that  you wil l  be any the

less lost when,  or if, you start  the next game, Enchanter.  Some
people are jus t  glut tons for punishment !
So in Zork  III you need to gather all the accout rements  of a

Dungeon Master,  a staff, an anc ient  book, a strange key, a
hood and cloak, an amulet  and a ring.  Once you have all these,
the old Dungeon Master - who wishes for nothing else but  his
ret irement  - wi l l  let  you t hrough the dungeon door to solve one
last puzzle in order to complete the game, y our reward is to
become the new Dungeon Master and cus todian of  the
Dungeons  of a r k .  He then fl ies off to Santa Ponza. for a long

ZORK III HINTS
1. Can't get through beam room :-DRO WSH TM  MAE BKC OLD
2. Can't get the chest :-TIA WON AEP ORO TTS EHC EIT TIA WDN

AEG DEL OTE POR BMI LC
3. Can't get back up the cliff :-NiA GAT IAW DNA EPO RTE G P

UDE LLU PNE EBS AHT SEH CEH TRE TFA
4. What do you say to the viking R O  LIA SQL LEH
5. Can't gel hood and cloak :- D 0 0 H EVO HER- HGU ONE KAE

WSI EHN EHW, FF0 MIH HSI NIF TON O M  U80 ROW SKI  IWN
AMLL IKE PYT

6. Can't find secret door :-DAE REIM IHE VIG NA MDL CPU EKA W
7. Can't get the jewels :
-
6 7 7  O T L A  
I D T E  
S O N  
A M O  
O R
L  
E W
E  
J E
H

TOT ENI HCA MDL OGE HTH SUP
8 Can't get back T L A  IDT ESEN IHC AMD LOG M T  AES R

EON UGN IRE Dill M UES UMO TOG Y AWA OGS DRA UGL LIT
NUT PAW

9. What does the mirror do :- S NEP ORO RAP MMO CAN OTT UBN
INO TTU BSS ERP

10. How do you move the mirror :-T SEW OGN EHT HTR ONS TNI
OP WOR RAL LIT UNL ENA POE RHS UPE LOP IRO HST FIL

11.How do you get past the guardians :-LAI VEH TFO SIN ETN
OCE ifTW OLL AWS

12. How do you get the torch across the lake :-DIL ESO LCD NAT
SEH CVT PME El-IT NIT ITU P

13. Whets the final solution :-HTU OSO GDN AYE KEGN ART SHT
IWR 0 0 0  EZN ORB KCO LNU NOT TUB SSE RP.M .DLL ET 10
TLA IDT ES.M DLL ET ROO DLL ECE SOL C I L  ECO TNI OG'N
OTT OBS SER P'.M.D LLE T 'ERE H VA IS'R ETS AMN OEG
NUD LLE T 40T LAP OTE S

14. Can't find the amulet :-DNA SEH TNI YNI HSG NIH TEM USE
ESL LIW UOY EKA LEH I FO  MOT TOB EHT TAT SEH CEV EIR
TEA OTE VID UOY NEH W
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and overdue vacat ion in the fl esh-pots of Spain, leav ing you in
charge of  the dungeons for eternity,  or at least unt i l  you fi nd
another sucker to take-over the tedious job!
But  fi rst, you need to obtain the six items required and to fi nd

the way to the Dungeon Masters door. This  is concealed
behind a secret ent rance which wil l  only  reveal itself  by an act
of charity  to an old t ired man.  He appears sound asleep in fact,
and he wakes up feeling rather hungry,

y o u  wil l  fi nd that  there are more characters to deal wit h
In Zork  III t han in the prev ious two games. You've met
the annoy ing but  useful thief  in Zork  I, the totally

irr i t at ing Wizard, the insc rutable Gnome of  Zurich and the
elusive Princess in Zork  II. Here you wil l  have to contend wit h
at least five characters,  and dodge some irate guards.  The fi rst
person you meet  does not  appear,  init ially ,  to be very t rus twor-
thy, but  you wil l  discover that  you have to t rus t  h im wit h your
life as well as your newly  found treasure.  You need his  help to
get the chest and yourself  up the cliff, he then opens the chest
-whic h you can't  do - takes the contents - whic h you don't  like
-ar id  leaves you a staff  - whic h you do like!
A walk  along the shores of  the Flathead Ocean, wi l l  not  only

give you a breath of  inv igorat ing fresh air,  but  may  reward you
wit h the sight of  an anc ient  Vik ing Ship.  and an equally
ancient  Vik ing sailor hail ing you, give a gay greet ing in reply
and you might  goad h im into t hrowing something at you.

B a c k  In the land of  shadow you wil l  be conf ronted by a
hooded s t ranger (THE hood and cloak perhaps).  Now,
amaz ingly  as i f  by magic, the unat tainable sword zaps

Itself into your hand and you lunge into a bat t le to the death.
but  control your lust  for blood, a fi ght is necessary but  to win
this  one you mus t n' t  be too violent.
The amulet  and key you fi nd south of  the creepy c rawl if, af ter

a dip in the lake, you go down into a dark  place where Grues
abound.  You need more than the old lantern,  and the solut ion
to this  lies on the west shore of  the lake. The problem is - how
to s wim the Lake whils t  holding a fl aming torch, wi t hout
get t ing it  wet  and dous ing its light.  The answer may be in
something you thought  was useless after it  had been empt ied.

y o u  will experience an earthquake,  whic h amongs t  other
things destroys the Aqueduct  and also opens a passage
beside the great door which leads into the museum.  In

the mus eum is the Royal Puzzle, whic h is my  favourite puzzle
and solv ing it  rewards  you wit h the anc ient  book. Remember
the marble walls  are solid and the sandstone walls  can be
pushed. You have to push the blocks of sandstone around to
fi nd one that  has the anc ient  book hidden under it, then you
have to fi nd your way out. You came in v ia a hole in the ceiling
and you cannot  get out  that  way, or can you? You not ice that
Iwo of  the blocks have a ladder at tached to one side. But  is it
possible to manoeuvre a ladder under the hole'? Remember
that  to move a block south you have to get around to the nort h
side of it and push.  Two immovable blocks of  marble sit in the
middle of  the puzzle, to make it. that  bit  harder!  There is an



-s•

0 i - - 8 —

3

ERN

I I I

1 BMOC?

7

EMU

i MUSEUM

'WATER
SLIDE

MEMO

PUZZLE

3

2

1

DARK

I 5

ARCH

2

O

CRYSTAL
GROTTO

6

TECH

ERN

I I I

1 BMOC?

ROYAL

EMU

i MUSEUM

'WATER
SLIDE

MEMO

PUZZLE

3 1

DARK HIGH
PLACE

0 v

CRYSTAL
GROTTO

8

TECH

ERN

ROYAL 1 BMOC?

ROYAL

HALL i MUSEUM

'WATER
SLIDE

I

PUZZLE

3 1

DARK HIGH
PLACE ARCH

2 5 6

CRYSTAL
GROTTO

ROOM

TECH

ERN

ROYAL 1 BMOC?

ROYAL

HALL i MUSEUM

'WATER
SLIDE

I

SOUTH-

I
D
A
R
K

ROOM
SCENIC ERN ROYAL
VISTA SHORE

'WATER
SLIDE PUZZLE

DARK HIGH
PLACE ARCH

KEY AGUE
PLACE ROOM DUCT

easy way out  but  the price Is the
anc ient  book and you can't
af ford that .  So you wi l l  have to
persevere and fi nd out  how to do
It the hard way.
Back in the mus eum you fi nd

the Crown Jewels (would a ring
possibly be part  of  the Crown
Jewels - seems likely) amply  pro-
tected by a steel cage. in  the
Mus eum of  Technology you fi nd,
amongst  other things, a weird
golden machine.  The ring you
need, but  the cage is impenet r-
able. Wouldn' t  it  be nice if  you
could t ravel back in t ime,  to be-
fore t he cage was built ? The
cage, apparent ly ,  was built  to
protect  the jewels af ter a das-
tardly  at tempted robbery  - I
wonder who that  wasl

N o w  you have all six items
and if  you have beers
k ind to that  old man you

should k now the way to the
Dungeon Masters  door. That  is i f
you can get pas t  the beam t rap
and the mir ror  t rap and worst  of
all the guardians! !  You would
really  have to be inv is ible to get
past them!
Here you are at las t  wearing the

hooded cloak, a large fl ashy ring
on your finger, a s t range amulet
around your neck, wit h an
anc ient  book tucked under your
elbow, c lut ching an old key and
leaning heavily (for your adven-
t urer is pret ty  knackered by now) on a staff, knock ing on the
Dungeon Masters  door. He opens a wee peephole in the door
and scrut inizes you to make sure that  you fulfi l all the require-
ments.  I f  satisfied he wil l t hen open the door and let  you in to
face the fi nal challenge. He is perfect ly wil l ing to help you as he
Is keen to be of f  on his  cheap rate holiday  to Spain but  beware.
a mis take here can send you int o a terrible fiery pit  and yet
another unt imely  and painful death.
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s imple - jus t  read the clues backwards  and hopefully
they will help you if  you are stuck. The intent ion of  the

coding is to deter von f rom reading all the clues at once and
thus,  perhaps,  spoiling your enjoyment  of  an excellent  game.
Have a great  adventure wit hin the world of  Zork III. Next  t ime,

perhaps.  I %vill tell you about  the fumblings  and s tumblings  of
an inexperienced Enchanter.
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some mental arit hmet ic  problems to solve. I f  this pros-
pect sounds  too awful to contemplate you can always

change the quest ions,  whic h are stored as DATA statements
f rom LINE 5010 onwards.  The exist ing quest ions are mainly
suitable for ages 11 upwards .

USING THE PROGRAM
When you run the program you wi l l  see 25 brown doors,

arranged in 5 rows and 5 columns ,  on a Graphics  1 screen.
You move an arrow around the screen wit h a joystick. I f  you
push against  a door and press fire, a fi gure 1. 2 or 3 appears
In place of the door:- This  tells you t he number  of quest ions
you mus t  answer correct ly in order to "win" the space. The
mat hs  problems appear in the lower part  of  the screen. To
answer a quest ion jus t  type a number  (no letters) and press
return.  I f  you are right  the computer will either go on to the
next quest ion or put  a gold key on the screen where the door
was. The space is blanked out  if  you give a wrong answer. You
can go on and select a new door provided you have a green key
to open it: You are given 10 of these to start  and you need one
for each door. The top row of the screen shows how many  are
left at  any  stage. The game ends when you get a row or column
of  5 gold keys (you win) or when you run out  of  green keys (you
lose).

PROGRAMMING DETAILS
Screen Display :  LINE 2010 alters the Graphics  1 display  list
ins t ruc t ions  to put  4 Graphics  0 lines on the screen. This  is
done by put t ing in 2s (the Graphics  0 text  ins t ruc t ion) instead
of  6s (the Graphics  1 text  ins t ruc t ion) in certain display lis t
memory  locat ions. The quest ions are then poked onto this  part
of  the screen us ing the s ubrout ine beginning at LINE 400. This
leaves the text window free for print ing the player's answer
plus  the r ight / wrong message. It also means  that  fairly  long
maths  problems  can be used wit hout  c lut tering up the screen
and that  long quest ions and answers  can appear on the screen
at the same t ime.
A r row Graphic :  The 4 arrow posit ions (i.e. fac ing East. South.
West and North) are defi ned as user graphics  us ing the char-
acters *  and + Th e s e  appear consecutively in memory  and
are represented by CI IRS(40) to CI IRS(43). LINE 2160 defines
a variable "G" as being equal to 1 (for East), 2 (for South).  3 (for
West) or  4 (for North) depending on the direc t ion in which the
Joystick is pushed.  The arrow print ing rout ine then print s  one
of  the characters  - CHRS 40. 41. 42 or 43 - according to the
value of  G (viz. ? #6:CHRS(39-4-G)I.
Number  of  Quest ions:  The number  of quest ions per door is
determined by the variable NN in LINES 2240-50:  NN is init ial-
ly set at  1 but  may  increase to 2 or 3 depending on the value of
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the random number "R" generated in LINE 2240.  To stop a
really  unlucky  person get t ing loads of  questions. a l imit  of  5
each is  put  on the 3s and 25. This  means  that  the max imum
possible number of  quest ions per game is 25 (5 X 3 plus  5 X
2): this  Is why  the DATA list has 25 problems in all.
Changing the Ques t ions :  The max imum number  of quest ions
(NQ) and quest ion length (I,Q) are set up in LINE 30 and the
quest ions and answers  are stored f rom LINE 5010 onwards.
The present  lis t ing allows for numeric  answers  only. I f  you
want  the program to accept s t ring answers instead you' ll need
to DIMens ion two new strings - one for the answers  and one
for the user input  - at the start  of  the program.  You' ll also need
to change the references to "ANS" and ' TRY
-  i n  t h e  q u e s t i o nask ing rout ine at LINE 2300.  For instance, i f  your new strings
are ANSS (for quest ion answer) and TRY$ (for player answer)
Just change 'TRY" to TRYS and ''ANS'' to ANSS in LINES 2310
to 2340 and leave out  the STR$( ) in LINE 2340.
Det ec t ing Wins:  The doors are located on the screen at rows
1  3  5  7  and 9 and at columns  4. 6, 8.  10 and 12 (set up in
LINE 20201. TWo numeric  arrays - C (for column) and R (for
row) are used to keep t rack  of the score. The variables X2 and
Y2. determined by the joyst ick movement  rout ine,  are the
c olumn and row co-ordinates of  the "current " door.  LINE 2280
adds 1 to the X2 and Y2 arrays when a doors  quest ions have
been answered correctly: a value of  5 in an array  means  that  a
line of  5 doors has been won and then the win message (LINE
2600) is called up.

That 's  about  it  - I hope that  you enjoy us ing KEYMAT1CS and
also that  the above account  of how the program works  might
be of  help if  you wish to use some of  the rout ines  In programs
of your own.



T I  6  R E M  *  N E W  A T A R I  U S E R  -  F E B / M A R  9 2  *
FO /  R E M
NN 8  R E M
AP 2 9  R E M

HT 3 0  N 0 = 2 5 : L 0 = 1 0 0 : N 2 = 0 : 0 3 = 0 : R I = 0 : W R = 0 : K =

1 0 : G = 1 : P K = 4 0 0 : A 5 K = 2 3 0 0

I I  5 0  D I M  O S ( L ( 1 ) , S C S ( L 0 ) , 0 1 _ 5 ( L 0 ) , M S ( 3 4 ) , F
( 0 0 ) , A S ( 1 ) , C ( 9 ) , R ( 1 2 )

SY 6 0  B L S ( 1 )  = "  " : 1 3 L S ( L 0 ) = "  " : 0 1 L S ( 2 ) = B I S : M
S = B L S :F O R  N = 0  T O  9 : C ( N ) = 0 : R ( N ) = 0 : N E X T
N :F O R  N = 1 0  T O  1 2 : R ( N ) = 0 : N E N T  N

I C  1 0  G O T °  1 ( 3 0 0

EM 3 9 9  R E M  ) >  P O K E  T H I N G S  T O  S C R E E N
J J  4 0 0  F O R  W = I  T O  L E N ( 5 C S ) : P O K E  S c4 .5 c1 4 1 4 ,

A S C ( 5 C S ( W , 1 0 )
-
3 2 * ( A 5 C ( S C S ( 1
4 , 4 0 ) ( 9 6 )

0 0  4 1 0  I F  S C 1 = 3 4 5  T H E N  S O U N D  0 , P p 1 0 , 1 2 : F 0
R D = 1  T O  3 0 : N E N T  D :S O U N D  0 , 0 , 0 , 0

RV 4 2 0  N E X T  W :R E T U R N
GF 9 9 9  R E M
WO 1 0 0 0  G R A P H I C S  0 : D L = P E E K ( 5 6 0 ) 4 2 5 5 * P E E K (

5 6 1 ) :P O K 6  D I 4 5 , 5 : P O K E  D I 4 7 . 7 : P O K E  O L 4 2

E l  I  R E M
OK 2  R E M  *
RO 3  R E M  *
SR 4  R E M  *
EC 5  R E M  *

KE Y M AT I C S

b y
An n  O ' D r i s c o l l

K Y  A T I C S :  S  T  T H I N  S  U P

T I T L E  S C R E E N  1 0 1 0  -  1 1  0

6 , 6

GP 1 0 1 0  P O K E  7 0 0 , I 3 8 : P O K E  7 0 9 , 1 4 : P O K E  7 1 0
, 1 4 4 :P O K E  7 I 1 , 2 6 : P O K E  7 1 2 , 1 4 4 : P O K F  8 2 ,
0 :P O K E  0 3 , 3 9 : P O K E  7 5 2 , 1

XX 1 0 1 5  F O R  N = 5 0  T O  0  S T E P  - 1 : S O U N D  0 , 0 , 1
0 , 1 0 : N E X T  N : P O K E  1 6 , 5 4 : P O K E  5 3 7 7 4 , 5 4

I K  1 0 2 0  P O S I T I O N  1 5 , 0 : ?  " P r e s e n t i n g " : P O S I
T I O N  2 2 , 1 : ?  " k e y m a t i c s " : ?  : ?

PO 1 0 3 0  ?  "  T h e r e  a r e  m e n t a l  a r i t h m e t i c  q
u e s t i o n s  h i d d e n  b e h i n d  t h e  d o o r s  o n  t
h e  s c r e e n . "

MM 1 0 3 5  ?  Y o u  g e t  1 0  k e y s  a n d  y o u  n e e d  o

n e  t o  o p e n e a c h  d o o r .  P i c k  a  d o o r  w i t h
t h e  j o y s t i c k " ;

GA 1 0 4 0  ?  " a n d  p r e s s  fi r e  t o  o p e n  i t .  Y o u

w i n  t h e  d o o r  b y  c o r r e c t l y  a n s w e r i n g
t h e  n u m b e r "

OR 1 0 4 5  ?  " o f  q u e s t i o n s  s h o w n  f o r  i t .  J u s
t  t y p e  a n  a n s w e r  a n d  p r e s s  R E T U R N .  T h e

o b j e c t i v e "
Tr) 1 0 S e  " I S  t o  g e t  a  r o w  o r  C O I U X O  O f  5

g o l d  k e y S a n d  Y O U  g e t  o n e  f o r  e a c h  d o o
r  y o u  w i n . "

BM 1 0 5 5  ?  " Y o u  l o s e  a  d o o r  i f  y o u  a n s w e r

a q u e s t i o n w r o n g l y  s o  b e  c a r e f u l ! " : P O S I
T I O N  6 , 1 9 : ?  " W a i t  a  b i t . . . "

BO 1 0 6 0  N B = 1 5 2 : P O K E  1 0 5 , 0 0 - 1 : R A M B = N 1 1
.
0 2 5 6
OF 1 0 8 0  R E S T O R E  4 0 0 0 : F O R  N = 1  T O  3 4 : R E A D  M

C :M S ( N , N ) = C H R S ( M C ) :N E X Y  N :M = U S R ( A D R ( M S

) , R AM O )
JE  1 0 9 0  F O R  N = 1  T O  3 * 8 : R E A D  D T A : P O K E  R A M B

4 1 6 - 1 4 0 , D T A : P 0 5 I T I O N  2 0 , 1 9 : ?  I N T ( 0
-
0 / 8
) ; "  " ; : N E X T  N

HH 1 0 9 5  F O R  N = 2 5  T O  7 * 0 : R E A D  D T A : P O K E  R A M
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TA 1 1 0 0  P O S I T I O N  5 „ I 9 : ?  B I S ( 2 5 ) 1 P O S I T I O N

0 , 2 0 : ?  " P U 5 H  O M M O  T O  B E G I N " : P E = P E E K ( 7
1 1 )

KEYMATICS
SN 1 1 1 0  I F  P E E K ( 5 3 2 1 / ) = 6  T H E N  2 0 0 0
T I  1 1 2 0  P O K E  7 1 1 , P E E K ( 7 1 1 )
-
2 : I F  P E E K ( 7 1 1 )<4  T H E N  P O K E  7 1 1 , 2 5 5
D J 1 1 3 0  F O R  0
,
1  T O  
1 2 : N E
X T  
D : G
O T O  
1 1
1 0

PD 1 9 9 9  R E M  - -
UN 2 0 0 0  G R A P H I C S  1 : P O K E  7 5 5 , R A M B / 2 5 5 : P O K 6

7 5 2 , 1 :1 > L = P E E K C 5 6 0 1 4 2 5 6 * P E E K ( 5 6 1 ) :S C = P
E E K ( 0 0 ) 4 2 5 6 * P E E K ( 0 9 )

CM 2 0 1 0  P O K E  8 2 , 0 : P O K E  8 3 , 3 / : P O K E  7 0 8 , 1 7 0
:P O KE  7 0 9 , 2 5 2 : P O K E  1 1 0 , 0 : P O K E  7 1 1 , 1 8 : F
OR N = 2 0  1 0  2 3 : P O K E  D I 4 1 4 , 2 : 0 6 X T  N

F 0  2 0 2 0  F O R  N = 1  T O  9  S T E P  2 : F O R  M = 4  T O  1 2

S T E P  2 : C O L O R  1 3 0 : P L O T  N , M : N E X T  M : N E X T
N :F O R  N = 0  T O  1 9  S T E P  2

NK 2 0 3 0  P O S I T I O N  0 , 0 : ?  U 6 ; C O R S ( 3 5 ) : N E X T  N
:F O R  N = 0  T O  1 9 ; P O S I T I O N  0 , 2 : ?  # 5 ; C O R S (

4 ) ; : P O S I T I O N  0 , 1 4 : ?  U 5 ; C H R S ( 4 ) . ;
T T  2 0 4 8  P O S I T I O N  0 , 2 3 : ?  t i 6 C H R S ( 4 ) ; : N E X T

N :P O KE  1 6 , 5 4 : P O K E  5 3 7 7 4 , 5 4
E ll  2 0 5 0  P O S I T I O N  l 2 , 8 : ?  U 6 ; " R I G H T  0 " : P 0 5

I T I O N  1 2 , 9 : ?  U 6 ;:"W R O N G  0 " : P O S I T I O N  1 8
0 5 ; " 5 5 " : P O S I T I O N  1 9 , 1 1 ; ?  U 6 ; " 0 "

OD 2 0 6 0

X I
Z T  2 1 4 9

D I  2 1 5 0
NM 2 1 5 5

J0  2 1 6 0

AND
N E 2 1 6 5

GAM E 5  ' E E N  2 0 0 0 - Z 0 6 0

M 2 = 0 : Y 2 = 4 : F O R  N = I  T O  N O : F ( N ) = 0 : N E

:P O KE  7 5 4 , 2 5 5 : 6 0 1 0  2 2 0 0
REM  - -

I f  K = 0  T H E N  2 6 1 0
5 = S T I C K ( 0 ) : I F  5 = 1 5  T H E N  2 1 5 5

G =I R C 5 > 4  A N D  S ( 0 1 4 2 * ( 5 = 1 . 3 ) 4 3 * ( 5 > 5
5 ( 1 2 ) 4 4 * ( 5 = 1 4 )

X 2 = X 2 4 ( 5 = 7  A N D  0 2 ( 1 0 )
-
( 5 = 1 1  A N D  
X

P A Y  L O O P 1 5 : -  2 2 9 0

2 ) 0 ) : Y 2 = V 2 4 ( 5 = 1 3  A N D  Y 2 ( 1 3 )
-
( S = 1 4  A N DY 2 > 3 )

GM 2 1 7 0  P O S I T I O N  X I , V 1 : ?  U 5 . ;B I S ( L 1 1 1
EG 2 2 0 0  L O C A T E  X 2 , Y 2 , C
N i  2 2 1 0  I F  C < > 1 3 0  A N D  C O 3  T H E N  P O S I T I O N

X 2 , Y 2 : ?  U 6 , : C H R S ( 3 9 4 G ) : X 1 = X 2 : Y 1 = Y 2 : G O T O
2 1 5 0

JC 2 2 2 0  S O U N D  0 , 1 5 0 , 1 0 , 1 0 : f o R  0 = I  T O  5 0 : N

EXT  D :S O U N D  0 , 0 , 0 , 0
PP 2 2 3 0  I F  C = 3  O R  ( C = 1 3 0  A N D  S T R I G ( 0 ) = 1 )

TH EN  X 2 = N I : Y 2 = Y 1 : G O T O  2 2 0 0

ON 2 2 4 0  K = 1 (
-
1 : P O S I T I O
N  
K * 2 ,
0 : *  
U 6 ; B
I S ( L
O )

: R = R N D ( 0 ) : 0 0 = 1 : I F  R > 0 . 7  A N D  0 3 < 5  T H E N
0 3 =0 4 3 4 1 :0 0 =3 :G O T O  2 2 6 0

I L  2 2 5 0  I F  R ( 0 . 4  A N D  0 4 2 < 5  T H E N  0 2 =1 4 2 4 1 :N M
=2

SF 2 2 5 0  P O S I T I O N  X 2 , • f 2 :
,  
0 6 ; C H R S ( 4 8 4 N N
) : P

0 5 I T I O N  N I , Y 1 : ?  1 2 1 5 ;C H R S ( 3 9
4
6 )

TO 2 2 7 0  F O R  0 = 1 5  T O  0  S T E P  - 1 : 5 0 U N D  8 , 3 2 ,
1 0 , 0 :S O U N D  1 , 2 7 , 1 0 , 0 : S O U N D  2 , 2 0 , 1 0 , 0 : 5

OUND 3 , 4 3 , 1 0 , 0
LL 2 2 7 5  F O R  D = I  T O  1 0 : N E X T  D : N E X T  0 : F O R  N

=1  T O  N N :G O S U B  A S K : I F  P = 8 0  T H E N  P O P  : G
OTO 2 2 9 0

LO 2 2 8 0  N E X T  N : P O S I T I O N  M 2 , Y 2 : *  1 6 ; C H R S ( 3
7 : C ( X 2 ) = C ( X 2 1 4 1 : R ( Y 2 ) = R ( Y 2 )
4
1 : I F  C ( X 2 )
=5  O P  R ( Y 2 ) = 5  T H E N  2 6 0 0

WM 2 2 9 0  F O R  N = 3 0  T O  1 8  S T E P  -
1 z 5 O U N D  0 , P *2 , 1 0

$
1 0 : N
E X T  
1 1
:
5 0
U N
D  
0
.
0
,
0
,
0
:
6
0
1
0  
2
1
5
0

ZO 2 2 9 9  R E M

EY 2 3 0 0  0 = I N T ( C R O D C 0 I * 0 0 1
4
1 ) : I F  F ( 0 ) < > 0

H EN  2 3 0 0
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KEYMATICS
RO 2 3 1 0  F ( 0 ) = 1 : R E 5 T O R E  5 0 0 0 F E I O N A T : R E A D  0

C i , A NS : S CS = 0 5 : S CS ( L E NE S C5 S 1 1 ) = "  ? " : S C 1
-2 9 9 : 6 A S U B  P K : M S = 0 L S

ZU 2 3 2 0  TR A P  2 4 0 0 : /  C H R 5 C 1 2 5 ) ; " Y O U R  ANSWE
R : “ : : I N P U T  0 1 6 : T R Y

Gs 2 3 3 0  I F  T R Y . A N S  T H E N  P = 2 0 : M S “ C O R R E C T .

" : R I = R I 4 1 : P O 5 I T I O N  2 0  L E N I S T R S C R I 1 1 , 8
:
9 
1
:
6
;
R
I
:
G
O
T
O 
2
3
5
0

I Z  2 3 4 0  P = 8 0 : M S = " N 0 ,  I T S  " : M S C L E N ( M S ) 4 1 )
=S T R S C A N s )

DU 2 3 4 5  W R = W R - 0
-
1 : P O 5 I T I O N  
2 0 -
L E N ( S T R S
( W R ) )

, 9 : ?  U 6 ; W R
UI  2 3 5 0  P O S I T / O N  2 0 - L E N C S T R S C R I F M R S T , 1 1 : /

n 6 t R I f F I R
NY 2 3 6 0  M $ 1 1 5 ) = " P R E S S  F I R E  " : S O U N D  0 , P , 1

0 , 1 2 : /  " 4 " ; M S : F O R  0 = 1  T O  9 9 : N E X T  D : S O U
ND 0 , 0 , 0 , 0

YV 2 3 7 0  I F  5 T R I G ( 0 ) 0 0  TH E N  2 3 7 0
JH  2 1 8 0  9  C H R S C 1 2 5 ) : : 5 C S = B I S : 5 C 1 = 2 9 9 : G O S U

B P K t A S = C H R S ( 4 8 . 1 0 0 - 0 ) : I F  P 7
,
0 0  T H E N  A
$ =

l •  • •

FT 2 3 9 0  P O S I T I O N  X 2 , Y 2 :
9  
1 1 6 t A S : R E T U R N
PD 2 3 9 9  R E M  - -  I N P U T  E R R O R  T R A P  - -

NI  2 4 0 0  /  CHRS ( 2 5 3 ) ' . : CHRS E 1 2 5 ) ; "NUM B E RS  O N
LT P L E A S E ! " : F O R  D = 1  T O  9 9 9 : N E X 1  D : G A TO

2 3 2 0
NF 2 5 9 9  R E M  - -

MV 2 6 0 0  S C S =
-
C O N G R A T U
L A T I A N s !  
Y O U
' V E  
W O
N !

" : P = 6 0 : G A T O  2 6 2 0
KU 2 6 1 0  S G S ="S O RRY  -  Y O U HA V E  NO  K E Y S  L E F

T I “ : P = 2 0 0

S I  2 6 2 0  S C 1 = 3 4 5 : G O S U 8  P K : ?  C H R S C 1 2 5 ) : P A K E

6 5 7 , 1 1 : 7  " 4 4 P L A Y  A G A I N ?  V / N " t P A K E  7 6
4 , 2 5 5

NC 2 6 3 0  P O S I T I O N  4 , 2 3 1 ?  M e V .  g a m e  o v e r  " :
FOR D i  T O  5 0 : N E X T  D : P O S I T I O N  5 , 2 3 : ?
6 : 0 1 $ ( 1 2 ) : F O R  0 7 . 1  T O  5 0 : N E X T  D

VT 2 6 5 0  I F  P E E K E 7 6 4 S < > 3 5  A N D  P E E K C7 6 4 T< > 4
3 T H E N  2 6 3 0

DM 2 6 6 0  I F  P E E K C 7 6 4 ) = 4 I  TH E N  RUN
WEI 2 6 7 0  G R A P H I C S  0 : P O K E  8 2 , 2 : P O K E  7 5 2 , 0 : P

ONE 7 6 4 . 2 5 5 : E N D
CM 3 9 9 9  R E M

00 4 0 0 0  D A TA  1 0 4 . 1 0 4 . 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 , 2 0 6 ,
1 6 9 , 0 , 1 3 3 , 2 0 4 , 1 6 9 , 7 2 4 , 1 3 3 , 2 0 5 4 6 2 , 4 , 1 6
0 , 0 , 1 7 7

tO 4 0 1 0  D A TA  2 0 4 , 1 4 5 , 2 0 6 , 1 3 6 , 2 0 8 , 2 4 1 , 2 3 0 .
2 0 5 , 2 3 8 , 2 0 7 . 2 0 2 , 2 0 8 , 2 4 2 , 9 6

S I  4 0 1 9  R E M

UT 4 0 4 0  D A T A  1 2 6 , 1 9 9 , 2 4 5 , 2 2 9 , 2 3 9 , 2 5 6 , 2 3 9 ,
2 5 5

CP 4 0 5 0  DA TA  0 , 2 , 5 , 2 5 3 , 6 9 . 2 2 9 , 1 6 2 , 0
MA 4 0 6 0  D A TA  0 , 0 , 0 , 2 5 5 , 2 5 5 , 0 , 0 , 0
WM 4 0 7 0  DA TA  0 , 2 4 , 2 8 , 2 5 4 , 2 5 5 , 2 5 4 , 2 8 , 2 4
RN 4 0 8 0  D A TA  5 6 , 5 6 , 5 6 , 2 5 4 , 2 5 4 , 1 2 4 , 5 6 , 1 6
OF 4 0 9 0  D A T A  2 4 , 5 6 , 1 2 7 , 2 5 5 , 1 2 7 , 5 6 , 2 4 , 0

0 0  4 1 0 0  D A T A  8 , 2 8 , 6 2 , 1 2 7 , 1 2 7 , 2 8 , 2 6 , 2 8
DR 5 0 0 0  R E M

WF 5 0 1 0  D A TA  ZO O  B O Y S  S TA RTE D TH E  R A C E .  I
F 5 X  G A V E  U P B E F O R E  T H E  E N D  H O W  M A N Y  B O

Y5 F I N I S H E D , 1 9 0
AG 5 0 2 0  D A TA  I N  4  CL A S S  O F  4 0  G I R L S  9 0 X  G

OT T H E  S UM  R I G H T .  HO W  MANY G I R L S  G O T
I T  W R O N G , 4

GAM O V E R  2 6 0 0  -  2 6 7 0

M C  FRO M P .  E  6  N O .  3 5

NEW CH. RA CTE A S

QUEST/ON A N D  ANSWERS

MD 5 0 3 0  D A T A  B O X  O F  T H E  C L A S S  D O N ' T  L I K E
RI CE .  I F  6  P U P I L S  DO  L I K E  I T  HO W MA NY

CHI LDREN A RE  I N  T H E  C L A S S , 3 0
YC 5 0 4 0  DA TA  J O E  HA S  3  T I M E S  A S  MA NY  BOOK

5 A 5  A N N .  E F T H E Y  HA V E  3 6  BETWEEN THE M
HOW M A N Y  H A S  A N N , '

G I  S O S O  D A T A  H O W  M A N Y  2 5 9  P A C K E T S  O F  S W E E
1 5  C A N  I  F I L L  F R O M  A  B A G  W E I G H I N G  1

KI LO ,  40
KP 5 0 6 0  D A TA  S UE  WE I G HS  2 8 K g .  J I M  WE I G HS

2 . 5  T I M E S  M O R E .  H O W  M A N Y  K g s  D O E S  J I

M W E I G H , 7 0
DR 5 0 7 0  D A TA  I F  J A N E  D R I V E S  A T  8 0 K M  P E R H

OUR HOW MANN4CM DO ES S HE  TRA V E L  I N  2 . 5
H O U R S , 2 0 0

I J  5 0 0 0  DA TA  L E N S  CL A S S  HA S  4  G I R L S  TO  t .
VERY 5  B A Y S . I F  THE RE  A RE  3 6  P U P I L S  I N
THE CL A S S  HOW MANY A R E  B O Y 5 , 2 0

FS 5 0 9 0  D A TA  WHA T NUMBER DO  Y O U G E T I F  Y O
U I NCRE A S E  S O  B Y  2 X , 5 1

PY 5 1 0 0  D A TA  WHA T DO  Y O U G E T I F  Y O U I N C R E
ASE 2 . 5  B Y  1 0  P E R C E N T , 2 . 7 5

OM 5 1 1 0  D A TA  WHA T I S  T H E  LO WEST COMMON MU
L TI P L E  O F  4  A ND  6 , 1 2

ZE 5 1 2 0  D A TA  HO W MANY GRAMMES I N  1 . 2 5  K I L
OGRAmMES,1250

WS 5 1 3 0  D A TA  TH E  AVERAG E A G E  O F  3  G I R L S  I
5 1 6 .  O N E  G I R L  I S  1 8  A ND A NO THE R I S
1 3 .  HO W O L D I S T H E  T H I R D  G I R L , 1 7

SY 5 1 4 0  D A TA  T H E  S UM  o r  TWO NUMBERS I S  4 0
• T H E I R  D I F F E R E N C E  I S  4 .  W HA T I S
HE L A RG E R N U M B E R , 2 2

CF 5 1 5 0  D A TA  THE RE  A R E  5  MORE G I R L S  TH A N
BOYS I N  A  C L A S S  O F  4 1  C H I L D R E N .  HO W
MANY G I R L S  ( ) R E I N  TH E  C L A S S , 2 3

XV 5 1 6 0  DA TA  J O E  CA N  TY P E  2 5  E NV E LO P E S  I N
t o  MI NUTE S . HO W  MANY C A N  H E  TY P E  I N  O N

E H O U R , 1 5 0
JR  5 1 7 0  D A T A  W H E N  Y O U  M U L T I P L Y  A  N U M B E R  8

✓ 7  A ND A DD  8  TO  T H E  ANSWER Y O U G E T 5 0
• W HA T I S  T H E  NUMB E R. 6

PA 5 1 8 0  D A TA  WHEN Y O U M U L T I P L Y  THRE E  NUMB
ERS Y O U G E T 9 6 .  TW O  O F  T H E  NUMBERS A RE

3 A ND  8 .  W H A T I S  TH E  T H I R D , 4
OI  5 1 9 0  D A TA  I F  T H E  P E RI ME TE R O F  A  RE CTA N

GLE I S  5 4  CHASID T H E  W I D TH  I S  1 2  C M  HOW
MANY CMS  L A N G I S  I T , 1 5

MR 5 2 0 0  D A TA  TO M  HA S  T O  TA K E  A  5 m 1  S P O O N
OF T O N I C  3  T I M E S  A  D A Y .  HO W  MANY DA Y S

WI LL  A  1 8 0 m 1  B O TTL E  L A S T , I 2
AT 5 2 1 0  D A TA  HOW MANY ME TRE S  I N  0 . 8  K I L O N

FI RE S ,  800
AN 5 2 2 8  D A TA  WHA T NUMBER I S  HALFWAY B E E NE

EN 1 7  A ND 3 1 , 2 4
yA 5 2 3 0  DA TA  S A M  HA D 9 6  S WE E TS .  I F  H E  A T E

5 / 8  O F  THEMHOW MANY H A D  H E  L E F T , 3 6
CF 5 2 4 0  DA TA  WHAT I S  T H E  AVERAG E O F  2 1  1 7

AND 1 6 , 1 8
Hv 5 2 5 0  D A TA  HOW MANY HO URS  A RE  THE RE  I N

ONE W E E K , I 6 8
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produc ing arcade-
style puzzle games

wit h above average graphics,
great sound and a generous
helping in the playabilit y  de-
partment .  The characteris t ics
of this  disk-based double f rom
the German programmers
should therefore come as lit t le
surprise.
CULTIVATION is a variat ion

on the Puzznic theme, a game
in whic h the player is required
to remove symbolically  pain-
ted blocks  f rom a series of
ever-more-challenging
screens. What  you mus t  do is
push two or more ident ically

title: C U L T I V A T I O N  I&
CHROMATICS

Publishe
,
:  
K e -
S o f t
/
E x c
e l

Price: £ 7 . 9 9
Format: D i s k
Players: I

Rev iewed by Paul Rixon

marked blocks together by
dragging them into a suitable
locat ion wit h the joyst ick
pointer,  so that  they explode
and disappear.  To advance
onto a higher level you mus t
clear the ent ire screen before
the t imer reaches zero. I t
seems easy at fi rst  but  later
you discover that  a sound
s t r a t e
g
y  
i s  
e s
s e
n t i
a l .  
T
h
e

blocks can s lide s ideways and
drop downwards  but  can't  be
moved back up again,  so
you've got to t hink  carefully  to
avoid a no-win s ituat ion.
Both sonics and graphics in

Cult ivat ion are excellent. The
game k icks off with an excel-
lent  piece of  music and at cer-
tain points  in the game there
are short  burs ts  of  digit ised
speech, jus t  like it 's done on
the ST fah yeah!). The screens
are displayed in the highest
resolut ion possible, so there's
not a lot  of  colour but  it  does
look very professional.  In case

A
s  
y
o
u  
m
i
g
h
t  
h
a
v
e  
e
x
-

pected of  a game
whose t it le ends wit h

the let ters 'is', DREDI S is yet
another variat ion on the Tetris
theme. Personally  I'd like to
see a proper clone of  the ori-
ginal game but  programmers
seem more inc lined to produce
these 'alternat ive' versions!
The main dif ference between

Dredis  and ' t radit ional'  Tet ris
is the shape of  the play ing
area. It takes  the f orm of  an
inverted 7  shaped well,  con-
s is t ing of a wide base and a
narrower chute f rom whic h

the various geometric  blocks
appear.  Rat her than stack ing
up at the bot tom of  the screen,
the blocks float either to the
left or right  and deposit  at t he
far sides of the lower port ion.
When a block  lirs t  appears
you can determine in whic h
direc t ion it  should travel,  t hen
as it  heads for the chosen ex-
t reme you can adjus t  the ver-
t ical pos it ion and also rotate it
by press ing the joyst ick t rig-
ger. The aim,  of  course, is  to
const ruct  solid vert ical lines
whic h are automat ically  eli-
minated,  so c reat ing suffi cient

• Egif ; I t  V I  • -

PLI
c
l
LEVEL i d - 0

RETRY 13
I t t l E / Z • 4 4

N i x 4

A x 4  1 3 E 3

1.2 Fix4
#4.3 __Jx0

you get bored wit h the hun-
dred screens supplied,  the
disk contains an editor so you
can bui ld your own!
Flip the disk and you' ll fi nd

CHROMATICS,  a s implifi ed
version of  the ever-popular
Tetris.  The idea is to rearrange
descending blocks so that  they
settle to form horizontal or
vert ical lines of  ident ical col-
our - whic h duly  disappear.
The blocks are all the same
shape but  consist  of  three col-
oured segments. As a block
drops  towards  base you can
use the joyst ick to rearrange
the pos it ion of  the segments to

DRED
space for subsequent  blocks
to be posit ioned. You're re-
quired to score a fixed number
of  lines on each level to adv-
ance onto the next, As you
progress onto higher stages
obstacles are placed In the
way so it 's harder to complete
the necessary lines. Any  mis-
placed blocks on either side
Inevitably force gameplay to-
wards  the centre of  the well - if
a block  should come to rest at
the mid-point  of  the screen.
it's all over,
The graphics are quite s imple

and, to be honest,  could be
muc h better.  The blocks seem
rather fl icker)
,  a n d  
t h e  
u s e  
o f

colour is somewhat  conserva
live. The mus ic  isn't  bad but
becomes annoy ing after a
while - unfortunately  an op-
t ion to have sound effects in-
stead isn't  documented.
However there's no denv ing
that  Dredis  is an addict ive

y our best advantage. The
game starts off  rather s lowly
but  when you eventually  make
it  to the higher levels there's
less room to manoeuvre and
more colours to organise. The
graphics  aren't  bad t hough
the mus ic  is probably  bet ter
silenced?
Cult ivat ion and Chromat ic s

are two more high qualit y  pro-
ducts  f rom Ke-Soft.  I f  casset-
te-based users were ever look-
ing for an excuse to splash out
on a disk  drive, this  great
range of  German import s  is
surely  the answer to their
problems!

game (like all Tet ris  variants)
and it 's nice to see a two play-
er mode also inc luded.
Given the relat ively high

ask ing price. I t h ink  Dredis
would be more wisely  mar-
keted as one part  of  a double
pack - in a s imilar manner to
some of  the other disks re-
viewed in this  issue. I f  you're a
Tet ris  addic t  who's  played all
the other games of this na-
ture, it 's  bound to be a worth-
while addit ion to your collec-
t ion.  I f  not, check out  the Pub-
lic Domain fi rs t  as you can
certainly  fi nd a superior ver-
sion of  Tans  there,

Title: D R E D I S
Publisher: Ke-Soft /Excel
Price £ 7 9 9
Format: D i s k
Players I  /2

Rev iewed by Paul Rixon
—k
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ZEBU LAND
D i d  you enjoy Ke-Soft 's

br i l l iant  'Sogon' puz-
zle? I f  so you' ll be

pleased to hear that  Excel
have import ed another s imi-
larly  addic t ive challenge f rom
the German publishers .
The objective of  ZEBU LAND

couldn' t  he more s t raight for-
ward.  Zebu is  a lit t le man who
lives in a curious  world of
mazes. Zebu's  world is  div ided
Into fi fty separate screens and
on each level your task is s im-
ply to guide h im to an exit. I t
may  sound ridiculous ly  s imple
but  the mazes aren't  always
quite as f riendly  as they seem,
Revolv ing doors can be t ricky
to negot iate.  especially as

I
T
i
t
l
e
:

ZEBU LAND
Publisher: Ke-Sort
Price: £ 7 . 9 9
Format: D i s k
Players 1

Reviewed by Paul Rixori
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pack presented by
Excel. Rot h games are

mult i-sc reen plat f orm style
adventures but  that 's  where
the s imilarit y  ends!
TABOT is a robot  super-hero

who's  somehow managed to
get himself  t rapped ins ide a
spooky castle. In order to
escape he's got to locate a
series of keys f rom each of  its
fifty rooms, but  the problem
Isn't quite that  s imple.  To
make things  a lit t le more
tricky there are vic ious spid-
ers, gaping holes, spikes,

4 2  I s s u e  54 - New Atari User'

somet imes they're blocked by
fixed or movable obstacles on
the opposite side. Blocks  of
various  shapes and sizes can
be pushed around the maze
into useful pos it ions - of ten
they prov ide the only means  of
escape. Somet imes  Zebu is
joined by one or more of  his
three brothers  - at  this  point
you can toggle between the
dif ferent  characters wit h a
press of the joyst ick trigger.
All mus t  be t ransported safely
home to complete the level
Unfortunately  extra hands
don't  always make light  work!
The puzzles are cleverly desig-
ned and it 's wise to remember
that  everything has a purpose
- the problem is fi nding out
v.hat!
The reason the whole experi-

ence is so addic t ive is that  ini-
t ially  some of  the screens
appear to be completely  im-
possible - unt i l  suddenly  you
discover the s imple t rick  or
sequence of actions that 's

boulders  and break -away
floors to contend with.  Tabot
can use his  'versatile' laser
gun to smash t hrough rocks
and he can bui ld laser bridges
to traverse the dangerous
openings,  l i l t  all seems too
muc h to cope with,  he can call
a 'dummy '  to the rescue - wit h
one key press Tabot  is ins tant -
ly t ransported to the dummy 's
side. Fai l ing this, Ws t ime to
forfeit  an existence!
Now for the bad news. This

has to be Ke-Soft 's least play-
able game to date! The
graphics  are nowhere near the

needed to solve them!  Whils t
you're s t ruggling through the
mazes, you've also got to keep
a watchful eye on the t imer - i f
it  hits  zero, one of your three
lives is terminated.  Since
there's a poss ibility  vou could
manoeuvre Zebu into a stale-
mate s ituat ion.  the Opt ion key
can be used to bring about  a
speedy demise! A welcome fea-
ture is that  every screen is
password coded so once
You've mastered a level you
won't  have to repeat it  in fu-
t ure sessions.
The graphics  aren't  exactly

s t unning but  they're not  worse

TABOT & BROS
s tandard set by  other Ke-Soft
releases and worse is the fact
that  joyst ick response is quite
aby s mal  It 's far too easy to
unintent ionally  lose a life. I
began to t hink  I'd missed
something obvious, but  af ter
s tudy ing the ins t ruc t ions  sev-
eral t imes over I eventually
gave up in f rus t rat ion and fl ip-
ped over the disk. Fortunately ,
here was something in a diffe-
rent  class.
Although it  could be an awful

pop group.  BROS is ac tually  a
very addic t ive clone of  the
arcade game Super Mario
Brothers. Your task is to res-
cue your brother f rom impris -
onment  in a secret castle. An
unus ual opt ion on the open-
ing screen is a chance to
select an alternat ive resolu-
t ion.  You can have a large full-
screen play ileld or a smaller
but  smoother display in the
cent ral port ion (Ant ic 5 or 4
respectively). As you run and

t han hundreds  of other games
I could ment ion!  The overall
game design shares several
s imilarit ies  wit h the equally
praiseworthy  Sogon, whic h I
rev iewed in Issue 52. The
loading screens are very nicely
done and mus ic  on the t it le
page is  a bright  and breezy •
composit ion,  quite dif ferent  to
the norm.
Zebu Land gets my vote as

the best non-v iolent  entertain-
ment  package for 1991.  The
ingenious ly  s imple theme,
professional presentat ion and
craf t ily  designed puzzles com-
bine into a perfect mix ture.

j u mp  athlet ically  t hrough the
many  screens you mus t  watch
out  for the nast ies and also
keep an eye open for a range
of goodies. By  head-but t ing
the castle walls  you can some-
t imes pick up mushrooms .
coins and ammuni t ion to help
you along the way. The
graphics  aren't  s t unning but
they're adequate for the pur-
pose and the way your charac-
ter bounces across the plat -
forms can be quite amus ing.
Sound is enhanced by snatch-
es of  digit ised yells at approp-
riate moments .  Overall,  Bros
Is a t horoughly  enjoyable
game. Alas  not  Tahot!

Title: T A B O T  & BROS
Publisher Ke-Soft /Excel
Price £ 7 , 9 9
Players: 1
cormat  D i s k

Reviewed by Paul Rixon
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MILES BETTER SOFTWARE
TOP 20 CASSETTES

Mission Shark   2 . 9 9
Star Wars  S O L D  OUT
Tomahawk   2 . 9 9
Cavernia   2 . 9 9
Fred   2 . 9 9
Gauntlet   2 . 9 9
Yogi & The Greed Monster   2 . 9 9
Kick Off   2 . 9 9
Head Over Heels   2 . 9 9
Ghostbusters   2 . 9 9

GAMES

Spy vs Spy Arctic Antics
Boulderdash 2
Trailblazer
Solo Flight 2nd edition
Rescue On Fractulas
Touchdown Football
Spitfire 40
Draconus
Brian Clough'S Football Fort 2 . 9 9
Preppie 2
Colossus Chess 3
Joe and the Nuclear Caverns
Knockout Boxing
Cuthbert Goes Walkabout
Mig Ailey Ace
Night Mission Pinball
International Karate

Atari Compilation   4 . 9 9
(5 games S t a r  Raiders, Tennis etc).
Gauntlet •  Deeper Dungeons 6 . 9 9
BOO 'n' Wrestle   4 . 9 9
Jocky Wilson's Darts   4 . 9 9
Ghostbusters   4 . 9 9
Ninja Commando   4  99
Mountain Bike Racer   4 _ 9 9
Pirates of Barbary Coast 4 _ 9 9
Smash Hits 4   4 _ 9 9
Speed Ace   4 . 9 9
World Soccer   4 . 9 9
Zybex •„ ,  . . . . . . . .  _   4 , 9 9
Living Daylights 2  99
Smash Hits 7   2 . 9 9
Polar P ierre . . . . .  ........   2 . 9 9
Mr. Robot . . . . . . . . .    2  99
Bela Lyrae   2 . 9 9
Arkanoid   2 . 9 9
Spyh linter   2 . 9 9
Druid 2 . 9 9
Crumbles Crisis   2 . 9 9
Freaky Factory   2 , 9 9
Laser Hawk   2 . 9 9
Sidewinder   2 . 9 9
Nuclear Nick   2 . 9 9
Sunstar .  2 . 9 9
Winter Events .............   2 . 9 9
Montezuma's Revenge 2 . 9 9
Astrodroid   2 . 9 9
Beer Belly Bert   2 . 9 9
Fight Night   2 9 9
Hacker   2  99
Plastron   2 . 9 9
Quasimodo   2 . 9 9
New York City 2 . 9 9
Spy vs Spy   2 . 9 9
Steve Davis Snooker 2 . 9 9
Scooter 2 . 9 9
Elektraglide 2 . 9 9
Rocket Repairman 2 . 9 9

2.99
2.99
2.99
2.99
2.99
2.99

Space Lobsters .....
Nightmares
Greatest Hits Vol. 1
Rosen's Brigade ........
Zaxxon ....................

Cass.
2 .
9
9
2.99

Disk
3 99
6 99
9.95
7 95
6,99
6.99
6.99
4 99
4.99
4.99
499
4
9
9
4.99
2.99
4.99
5.99
4.99
6.99

PERIPHERALS

Joe Blade II   2 . 9 9
Conflict In Vietnam SOLD OUT
Chuckle Egg   2 . 9 9
180!   2 . 9 9
Yogi's Great Escape   2.99
Ninia Commando   2 . 9 9
Zybex   2 . 9 9
Plastron   2 . 9 9
Speedhawk   2 . 9 9
Ninja   2 . 9 9

ADVENTURESTRATEGY

Flight Simulator I I
Flight Sim. Scenery Disks
Nos 1-7 each . . . . . . . .  ...........
Duestron
Field or Fire

Cass Disk
14.95

9.95
9.95
795
9.95
9.95

1
1
9
5

 11.95 11.95
1 1 . 9 5 11 .95

2.99

Time & PAagik
Lutiong Horror
Ingrid's Back
Knight Orc
Cloak 01 Death
Gunslinger   9 . 9 5
Eternal Dagger 1 4 . 9 5
Theatre Europe 1 1 . 9 5
Panzer Grenadier   1 6 . 9 5
Battlecrusier   1 6 . 9 5
Warship   1 9 . 9 5
Vietnam   9 . 9 5
Crusade in Europe   9  95
Decision in the Desert   3 . 9 9  4  99
Colossus Chess 4   3 . 9 9  4.99
Kennedy Approach   6  99
CutIhreatS .  , ...... 9 . 9 5
The Count   4 . 9 9
Pirate Adventure 4 . 9 9
Scapeghost . . . . . . . . . . . .    1 2 . 9 5  12.95
Silicon Dreams   7 . 9 5  9 .9 5
Jewels of Darkness •  7  95 9.95
Rebel Charge   1 9 . 9 5
Super Huey  6 . 9 9
Lancelot ....... ........ ..... 1 1 . 9 5
Sargon III Chess   6 .
9 9Knights of the Desert   9 . 9 5
Nato Commander   9 . 9 5
U.S.A.A.F.   1 4 . 9 5
Trivial Pursuit 9 . 9 8

) ( LI E  CARTRIDGES

Missile Command   7 . 9 5
Star Raiders   7 _ 9 5
Galakian   4 . 9 9
American Football   7 . 9 5
Food Fight   4 . 9 9
Loderunner   7 . 9 5
Barnyard Blaster (lightgun)   7 . 9 5
One on One Basketball   7 . 9 5
David's Midnight Magic   7 . 9 5
Archon ...,...„..„ .................   7 . 9 5
Rescue on Fractulas 7 . 9 5
Moon Patrol   7 . 9 5
Robotron 2084   7 . 9 5
Dreadnaught Facto(   7 . 9 5
Designers Pencil   4 . 9 9
Rally Speedway   7 . 9 5
Eastern Front 1941 7 . 9 5

UTILITIES

Mini Office I I
Atari Writer Plus
Planetarium
Cut 'n Paste
Vis•calc

OiSk
1 4 _ 9 5

29.95
16.95

9.95
9
9
5Atari CX80 Trakall Mit 9 . 9 5

219/221 Cannock Road, Chadsmoor, Cannock,Atari CXSO Tra•all SITE 16.95 Staffordshire. WS11 200
(Direct mouse replacement) T e l e p h o n e  (0543) 466577/8/9 =

TOP 10 DISKS

Hawkquest   S O L D  OUT
Trivial Pursuit   9 . 9 5
Flight Simulator II   1 4 .9 5
Druid   2 . 9 9
Smash Hits 7   2 . 9 9
Colossus Chess IV „SOLD OUT
International Karate   4 . 9 9
Draconus   4 . 9 9
Rampage   2 . 9 9
Spitfire 40   6 . 9 9

TOP 10 ROMS
Pole Position  S O L O  OUT
Designer's Pencil   4 . 9 9
Galaxian   4 . 9 9
Archon   7 . 9 5
Rescue on Fractulas 7 . 9 5
David's Midnight Magic 7 . 9 5
Desert Falcon   7 . 9 5
Food Fight   4 . 9 9
Pacman   7 . 9 5
Loderunner   7 . 9 5

BUDGET CASSETTES

Zeppelin[red
Cavernia
Stack Up
Mission Shark
Mirax Force
World Soccer
Phantom
Zybex
Speed Ace
Las Vegas CasinoFruit Machine
Sidewinder
Fantastic Soccer . . . . .  ........._
Kenny Daiglish Soccer Manager
Ninla Commander
Blinky's Scary School
Jocks' Wilson Darts
The Living Daylights
Mountain Bike Racer
H i
-
T
e
c

S p y
vs,  
S
p
y

Spy vs. Spy Island Caper
Spy vs. Spy Arctic Antics
S p a ce
R id e rYogi & The Greed Monster
Ruft 'n' Reddy
Yogi's Great Escape
Byte Back
Robot KnightsJet Boot Jack
TimeslipAstrodroid
Speed Run
Space Lobster
Fighter Pilot
Dreadnaught
Space Wars
Planet Attack ..... ........ . •
Mad Joni
Roulette Simulator . . . . . .
Cosmic Pirate . .............
Warcopter
Screaming Wings
Exploding Wall
Little Devil .............
Tomahawk
Codemasters
Fruit Machine Simulator
B M Y,  Simulator
Transmider
Red Max . . . . . . . . . . . . . . . . .
Grand Prix Simulator
Advanced Pinball Simulator
KIXX
Gauntlet , . . . . . . . . ,
footballer of the Year . .
Hardball

Hit &ti edGreen
Arkanold
Head Over Heels
Atlantis
Air Rescue
Dawn Raider
Death Race
Pro Ga ll . . . . .
Panik. . . . . . .
League ChallengePot Hole Pete

...

2.99
2.99
2.99
2 99
2 99
299
2.99
229
2.99
2.99
2.99
2.99
2 99
2.99
2.99
2.99
2.99
2.99
2.99

2.99
2.99
2.99
2.99
2.99
2.99
2,99

2.99
2 99
2.99
2.9'9
299
2 99
2.99
2.99
2,99
2 .
9
9

2.99
2.99
2.99
2.99
2.99
2.99
2,99
2,99

2.99
2.99
2.99
2.99
2,99
2.99

2.99
2.99
299

Firebird
Malta Blatta .„ . ............ ..., 1 . 9 9
MicroPhythm ......... ................. 1 . 9 9Thrust   1 . 9 9
Players
Stratosphere   1 . 9 9
Tanium   1 . 9 9
Dizzy Dice   1 . 9 9
Bubble Trouble   1 . 9 9
Joe Blade II   2 . 9 9
Miscellaneous
Pengon 1  99
Mr. Dig . . . . . . . . . . . . .  ....... . .  .  1  99
Football Manager ., . 2  99
Chuckie Egg . . . . . . . . . . . . . . .  2 . 9 9
Pogotron 2 . 9 9
Boulderdas11   2 . 9 9
Bouldeulash I I    2 . 9 9
Darts   1 . 9 9
System 8  Pools   2 . 9 9Turf form   2 . 9 9
Mastertronic
masterchess   1
. 9 9Protector . . . . . . . . . .  . .    2 . 9 9
Revenge I I    2 . 0 9
Crystal Raider   1 . 9 9Amaurote   2 . 9 9
Vegas Jackpot .. . . .  .... ..... .... .....   1  99
Kikstart  1 9 9

299 I  99
299 2 9 9
2 99 L a s t  V0   2 . 9 9

Mutant Camels . . . . . . . .  .... .........   1  gg
Milk Race . . .  ............. .... .........   1  99
f renesis   1 . 9 9
Panther   1  99
Sidewinder II   2 . 9 9
Despatch Rider ........ ...... . .  1  99Hover Bowe r 1  99
Molecule Man 1  99
SpeedzOrs 2 . 9 9
Ninia 2 . 9 9
Ghnstbusters   2 . 9 9
Henry's House   1 . 9 9180! .  . .  . . . . .  . .  . .  .  2 . 9 9
Bombtusion ............... , .....   1 . 9 9

299
1.99
2.99
2.99
2 991.99
1.99

Spooky Castle. . .  1 . 9 9
Daylight Robbery; 1 . 9 9
Titan . .  ............. . . .  .. . .  2 . 9 9
Periscope Up   1 . 9 9Encounter . . . . .  ...... . .  2 . 9 9
Gunfighter 1 . 9 9
Crack Up .  1 . 9 9
Survivors .  _  . . . . .    2 . 9 9
Cops 'n• Robbers   1 . 9 9

Alternative
Soccer
SpindizzyPro Mountain Bike
Atarisoft
Star Raiders 2  99
Speed hawk   2 . 9 9
Twilight World   2 . 9 9Heartache   2 . 9 9

hundertnx   2 . 9 9
Slingshot   2 . 9 9
Adventuresoft
10 Little Indians
Secret M ission
Arrow ol Death 1
Arrow at Death 2
Golden Voyage
Mystery Fun House
Strange Odyssey
Wizard ot Akyrz
The Time Machine
AdventurelandCircus •• .  -  ... .•• ...........
Escape tram Pulsa r?
Perseus and Andromeda'
The Count . . . . . . .  .............
Voodoo Castle . . . . . . . . . . . . .
Waxworks

1.99
2.99
2.99

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK
Add 50p to orders less than E 5.00. All prices correct at
time of going to press Access or Visa orders welcome

Please add p e r  item for overseas
Please make Cheques or Poslal Orders payable to

"MILES BETTER SOFTWARE"

2.99
2.99
2.99
2_99
2_99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2,99
2.99
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w h y  do we computer users generally  have upwards  of
two hundred disks of  which we use, at  the most,
ilve? I f  you're like me. you raided the public  domain

library  of your user group when you fi rs t  joined.  I k now I
obtained approx imately  100 disks which I took  home,  t ried
once and never used again.  Another member I know has
correspondence wit h two out -of -town users and they are con-
s tant ly  swapping disks. Why? What  is the sense of spending
money for postage when you can get disks you never use f rom
y our own c lub for free?
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printed out  f rom those disks? I always picked up the
useless disk  at the c lub library ,  went  back home and dumped
the does out  to my printer,  t hen neat ly  bound t hem in folders.
Af ter that.  I never used the does again.  They are now pos ing a
fi re hazard on my  desk.
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in 40 columns? That  has the effect of  doubling the
prev ious ly  ment ioned fi re hazard.
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rather t han a s imple connect ing cord to connect your
print er to the eight -bit  computer? The sadist ic designers of
these things  do this  so they can ins tall a second set of  DIP
switches. This  is done so that  the poor user will be driven up
the wall t ry ing to coordinate the two sets of  switches. I t 's
enough to make you take up collect ing spoons as a hobby.
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at the computer store t urn into something which is use
ful only  as a coaster after you pay 849.95 for it? Does the
exchange of cash t rigger something which t urns  a disk  into
worthlessness the ins tant  you t ry  to boot it  up at home? Can
you t hink  of  any other reason I have S1149.68 worth of  disks
good for nothing bet ter than c ont ribut ing to the landfi ll prob-
lem in my  area? This  could be more ins idious  than the most
venomous  virus.
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every d a y  cont ribute to the liquefact ion of  brain cells?
What  other reason would cause otherwise rat ional human
beings to play computer games for hours  on end? I have one
game where the outcome every t ime I play  is that  the evil
Overlord of  some s t ink ing lit t le planet. I never heard of  before
st icks his atomic  laser cannon up my  left nost ril.  This  happens
every t ime I play  the game, yet I  always boot it  up again. Unt i l
this  started happening I had gone bliss fully  t hrough life t hink -
ing that  my  Momma hadn' t  raised no stoopid kids. I guess I 'll
have to recons ider that  as soon as I fi nish the game.
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wouldn' t  want  to admit  to. A $324.23 phone bill can be
diffi cult  to explain to your spouse. It 's bad enough If  you
actually  called and talked to an old dr ink ing buddy  by voice for
that  amount .  I f  you have to explain that  you were downloading
files, mino r  wars  can erupt .  Part icularly  if  they end up like the
disks in a prev ious  paragraph that  no sane man can fi nd a use
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Gordon F. Hooper asks
the questions that
sooner or later plague
every Atari owner

for, aside f rom us ing them to start  campfi res.  I  would have to
be liv ing in Neanderthal t imes before I'd ever want  to s tart  that
many  campfi res. •
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happens when you are on a long-dis tance BBS and the
sysop enters Into chat  mode. This  means  that  you and he can
type back and forth to your hearts  content.  The problem lies in
the fact that  I type at the rate of 2 1 / 2  words  per minute.  Af ter
we've been typing back and forth for half  an hour.  I t  suddenly
occurs to me that  I could have phoned h im by voice and had
the whole conversat ion in less t han two minutes .  I guess it 's
more fun to do it  s low when it 's cost ing you $1.63 a minu t e
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int roduced? I paid $600 for my fi rst  Atari 800. I t  cost
$500 for my  130XE.  I paid far in excess of $1000 for my  ST.
I tow do I get it  to penetrate into my brain that  if  I wait  for a
year and a half  after a computer is int roduced.  it  generally  is
selling for what  is pract ically  c hump change? Why do I always
assume that  the latest computer that  Atari is selling wil l  be the
one that  I need and I wil l  never have to buy  another one? My
local computer salesman, who is work ing on commiss ion,
mus t  t hank  whatever demented gods he worships  when he
sees my excited face walk  in the door. He'd bet ter pray to his
unc lean spirits  that  I can afford to fi nance his  ret irement
before I run out  of coin of  the realm.  I k now Atari wil l  never
run out  of  new computers.
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pat ible with the old ones? Each computer manuf ac t urer
has a l ine of machines which are compat ible wit h other s imilar
ones in the line.  This  only  pertains  unt i l  a new computer wit h
ten t imes the memory  and a far superior DOS is developed.
Then it  is mandatory  that  it  be made incompat ible wit h the
earlier ones. This  might  cont ribute to higher gross profi t  re-
venues for the manufac turer,  but  I 'm going to end up wit h an
electronic junk y ard in my  c omput er room,

T  f  and when I die. I 'm going to ask in my  will that  my  latest
Atari computer be buried wit h me. That  way I wil l have the

means to categorize all the designers. commiss ioned salesmen
and useless public  domain sof tware authors  that  wil l be wi t h
me in the nether reaches of  Hell. You don't  want  to t hink  ahout
what  I wil l  do wit h this  informat ion.  But  I jus t  k now I wil l have
some pos it ion of  authorit y  down there.



contact contact contact contact

FOR SALE:

800XL SYSTEM: 800XL with 1010
Data Recorder, leads, manuals
and some games. N.B. No joystick.
hence only E.85 o.n.o. Write to Mr.
D. Rathod. 22. Nevett Street, Pre-
ston. PR1 4813. Buyer must
collect.

MODEM: Lion systems modem
baud rate 1200(2400(4800(9600.
Model 550, swap 1029 printer or
sell. otters. Te l. 001 533 3774

XL SYSTEM : 800XL. XF551 d isk
drive, 1010 cassette recorder, 2
joysticks, manual p lus over 50
games on cassette and 311 games
on d isk and lots more" E150 o.n.o.
Tel. 0734 460673

XF55I DISK DRIVE: For Atari XL(
XE includes over 30 disks inc. In-
ternational Karate, Draconus, Bop
'n Wrest le and Alley Cat. Also  6
blank disks, DOS 2.5 and Turbo
Basic on disk. Offers around E00•
Tel. 0734 470673

ST SYSTEM; 1040ST with mono
monitor and original software.
E350 or E310 and a 11)50 d isk
drive. May sp lit  Tel. 0392 438148
and ask for David

800XL AND MORE: 800XL. XC l 1
data recordie, a il leads. manuals
and original tape games. E55
Transdisk IV, EIO, (CD Printer
Connection, E26. Apply Poynton.
0625 878430

PRINTER: 1027 in full working
orcer. E25. Also 1029 printer in full
working order, E35. both t it le  used
and in original boxes. Tel. Charles
081 462 5475, West Wickham,
Kent

650 INTERFACE: Complete with
manual, psu and cables, E50
David Baker, 23 Meadow Rise.
Shepton Mallet, Somerset, BA4
5NS

XE GAME SYSTEM: Game con-
sole with 54k memory. keyboard,
light gun, games, joystick, five car-
t:K:19es. 21 cassettes and a tape
recorder (XCl2 ). £150. Phone
Iscek on (0226) 712055 or write to
lsoek Yin Cheung, 16, High Street,
Gnmethorpe, Barnsley. S Yo rks.
S72 7LS

XE TAPE SYSTEM: Complete
65XE and XC12 data recorder fil-
led with Rambit turbo loader. over
100 games and utilities. most
Rambil Converted plus 2 joysticks,
E220 or swap for your ST. Phone
Dave on 0654 711331

ST SYSTEM: 1040STE with inter-
nal and external drives, mouse and
mat, lots of software including
STOS, database, word processor,
art and muSiC packages, many
games. joyStoCh_ dust cover, lock-
able disk box, a ll in immaculate
condition p lus all manuals, instruc-
tions plus whole collection of ST
Format in binders plus many
copies of  PAGE 6 . E365. Ring
Ease Grinstead (0342) 327072

XL DISK SYSTEM: BOOXL, 1050
disk drive, 1010 data recorder, all
with leads, trariStO(mers. cables
etc. In  excellent condition with ori-
ginal boxes and packaging and
manuals. Plenty of d isks inc. DOS
2.5 and Transdisk IV, lots of back
issues of Atari User mags dating
From Vol. I  No, 1 May 1985 to Vol.
3. No 9  Ja n  1988. E100 for the
lot, Tel Preston (0772) 313988

PRINTER: 1029 printer, good
working order complete with leads
and some software, E80 O.n.o. Tel.
Ray on (02681 584006

XL AND DRIVE; 800XL with
Happy (Laser) drive, Orhhirrtari fi l-
led, original boxes available. E140.
Ricoh daisy wheel printer with Atari
interface. ENIO• The lot for E200.
Tel, 106251 420782

XL SYSTEM: 800XL. 1050 disk
dove. 1027 printer, psu's and
leads, dust covers, manuals.
boxed all vgc, Alarrwriter Plus, Mini
Office IL Microsoft Basic II, Turbo
Basic, Visicalc. XL(XE disks etc.
Inside Atari Basic. Easy Program-
ming. Atari Basic N o  splits. El 80
o D e k v e r y  SO miles or buyer
collects. Contact Ed on 4 0 4
4
3 )
203022

PRINTER: 1020 printenPlotter with
original box_ instructions, porter
supply. leads etc. plus pens and
paper. E40 plus P&P Write  to
Paul, 17 Spring Road, Clifton.
Shefford, Beds SGI  7 5RE

MAGAZINES: PAGE 6 issues 210
43, E25. Atari User complete set,
El 5 Speech synthesiser for Atari
8-bit. £10. All plus p&p. Phone
Andy an 0264 781966

PRINTER: 1029 with lour print
styles in  original box complete with
manuals. E75, 1050 disk drive with
leads, transtormer and instruction
manuals. E65, Both in excellent
condition. Phone John on 0362
668245 or write to Station Farm,
Elmham, Dereharn. NR20 51-IH

XL SYSTEM: BCOXL with 1010
data recorder. joysticks manuals
and over E:300 worth of soflware.
All in good condition tor only C80.
Tel. (0905153524

XL TAPE SYSTEM: 800XL plus
1010 tape deck, five cartridges, 15
games on cassette, joystick. Com-
puter Animation Primer. EGO. Tel
081 743 6879

ALIEN VOICE BOX: Ultra rare
8-bit Atari speech synthesiser Inc.
software on disk and cassette. ori-
ginal btu, instructions Wo rks with
all 8-bit Atari's but needs power
supply tor XLIXE, £35. 850 inter-
face unit with power supply, leads
arid manual, E35. Tel. 0273
779595 (Brighton
-
1ATARI 8-BIT BOOKS: Computers
Fest Book of Atari, E5; The Alan
XL Handbook, E3; Your Atari Com-
puter, E8; Atari Sound and
Graphics, E5, Atari Basic Learning
By Using, E3: Atari Software 1983.
El 0: The Creative Atari, D I  Post-
age extra. lei, 0273 779595
'Brighton)

MAGAZINES: Atari Connection
(Alae Explore( IThe official Alan US
magazine), 20 issues from Sum-
mer '84 to June 'Be, E50,
(US only mag. only four issues
over published!). 3  issues form Jan
'84 to June '84, E6, Alan Home
Computer Club News(Input•Outpul
ILIK off IDal 8-bit magazine), 5
issues from Summer '82 to spring
'84. ES: PAGE 6, 30 issues from
Issue 1 to  31 ex. issue 16, E35,
The Atari Computer Owners Club(
Monitor. the first 31 issues trom
May 85  missing only August '87,
E30, Analog, the first 54 issues
from 198110 1987 in an unbroken
run, including all the very rare
early issues which were almost im-
possible to get even in 19811.
El 50; An t ic the lest 56 issues
from 1982 to mid•1987 in an un-
broken run. again including all the
very rare early issues. E150. Ev-
erything mint condition. Postage
extra Te l,  0273 779595 iBrighlon)

XE SYSTEM : 65XE. XC12 data
recorder, 2  105raticits. manual and
leads, Basic book. cassettes worth
over El 00. cartridges worth over
£40. In good condition, worth over
E250, will sell lot E130. Phone
0282 75823 (Burnley', most even-
ir,gs and weekends

XL DISK SYSTEM: BOOXL with
1050 disk drive, neither boxed but
in good condition with a ll appropri-
ate cables and transformers, 3
manuals and dust covers, 3  joys-
ticks. 20 g a m e s inc. Beachhead.
Autoduel, Alt . Reality The City, 3
Atari books and numerous Pt)
disks. Buyer to collect, Would de-
liver reasonable distance, £120
o.n.o. Ring 071 739 5380

MAGAZINES: 23 odd copies of
Antic 1 9 8 3  (91, 1964 (6), 1985
(8), Analog, Nov and Dec 1986:
PAGE 6 Issues 2 to 12 inc.: ST
User(World issues 2 to 22, 25, 26.
20 Offers ring 081 427 3034

XL DISK SYSTEM; 800XL 54k
with 1050 disk dree, joystick stiNin
original boxes, blank disks manu-
als, over E150 worth of soltware.
E100 o n e . Call Mark (0474)
564935

MAGAZINES: Almost a l issues or
(old) Atari User from No. 1 to  Vol
4 No 7  inc. Can sp lit  anything
considered. Write to Paul. 17
Spring Road, Clifton. Shelford.
Beds SG17 5RE

DISK DRIVE: 1050 drive, needs
sught attention Plus 800XL com-
plete with cables, powerpack and
accessories, magazines etc. Also
large selection of games casset-
tesidisks. Ring 0773 716250 lor
details. Buyer collects.

XL SYSTEM: 800XL with cassette
recorde(, E40 worth of software.
transformer, leads, manuals and
one joystick. Excellent condition.
E55 Of t °. Phone Paul 0803
291352

ST DRIVE; 1 meg replacement in
'Wesel drive for ST. only used for 3
months. Se ll for E40. Buyer col
'eels o r pays postage. Tel. 10409)
1396651

XL DISK SYSTEM: BOOXL and
1050 disk drive, power supplies, all
cables. original manuals and
books, programs and cartridges,
hardly used and in mint condition,
E200. Call 021 427 4122 Jon, any
time

XL SYSTEM: 800XL system with
1050 disk drive, 1029 printer and
leads. All boxed ApcessoneS,
blank disks. games. Mint Office It
and Font Editor, E130 o.n.o, Phone
091 488 5410

XE SYSTEM : 130XE. 1050 disk
drive with a ll cables and psu's.
Graphix At  Printer interlace, many
games inc. both Alt . Realities,
Autoduel, Zodt 1 e le . utilities inc.
Mini Office II, Graphics Transfor-
mer. books inc. Mapping The Atari
and a loyslick. No splits E150
on 0 Te l. (0234) 851930, even-
ings only

BOOKS: Making The Most of Your
Alan, E3 ; Computers Atari Collec-
tion Vol. 1, E5: Advanced Program-
ming Techniques For Your Alan,
E7: Computer Animation Primer,
EB; Atari ST68000 Progammer's
Reference Guide. E8: two d isk
based games. Tomahawk helicop-
ter night sim 1)0_3XE, 641i), E5; Pi-
rates Of The Barbary Coast, £4;
Turbo Basic. E5. Send P.O.S Or
Cheque plus 30p per item tor post-
age to P.E. Morris. 118A Cranleigh
Road, Soulhboume, Bournemouth,
Dorset 81-46 5JN

XL SYSTEM: XL system, 22 disks,
1050 disk drive, 4 ROMs, 2 joys-
ticks and original manuals all for
only E1 9 9 .9 . For details contact
Christopher Thomson On 0369
4001 ja ile r 4pm) or write to Alan-
ton Cottage, William Street. Du-
noon, Argyll, PA23 7JD

DISK DRIVE; 1050 + 65XE com-
puter with a ll leads and manual.
1029 printer with manual, clust cov-
ers and printer connections. Prog-
ramming books. Buyer collects.
Ring 0773 716250, ask tor Derek

XL SYSTEM: 65XE, XC12 cassel•
te recorder. 2  joys-ticks. over E100
worth of games and Atari User
mags 36-45, 47 . E120. Phone
Gareth on (0782) 785003 except
morning until 4prn. Buyer collects.

XL SYSTEM; 800XL with 1050
disk drive, 1027 printer. 1020 prin•
teeplotter lboxed, never used),
touch tablet. Atari Artist cartridge.
Alan Logo cartridge, Atari Writer.
Visioalc, 2 programming books, a ll
leads, pstSs, manuals etc. sell for
E220 o,v n.o. Buyer collects or
pays postage. Tel. (0489) 896651

800 SYSTEM; 800 computer
(4810, 410 recorder (needs psu),
1020 printer-plotter, touch tablet,
Alan Artist cartridge, loads of soft-
ware, leads, manuals etc. sell for
E80 o  n o  Buye r collects or pays
postage te l. (04891896651

XE SYSTEM: 130XE, XF551 d isk
drive, XC l2  recorder, d isk box,
disks, games, books, everything in
as new condition and boxed. Bar-
gain at only E220, Te l. 021 742
8038

XE SYSTEM: In excellent condi-
tion. latest 65XE, 1050 drive. 1027
printer, touch tablet, 300 games
arid software in disc boxes. Moun-
ted on computer trolley for tidy-
nesS, Only £175. Phone 0507
363240 (W. Grimsby)

XE SYSTEM : 130XE computer
1050 disk drive (with LazerilJS
Dcublen and SMM804 welter plus
soltware, games etc. 2 4 5  o.n.o.
Tel. 0664 424455

INTERFACE: 050 interface with
printer cable. Mini Office It and
manual. DV) 0 .M°. Also books. De
Re Atari, Tech Notes, many Antic,
Analog, Monitor, PAGE 6, Alan
User and Other Atari books, cheap
to a good home. Tel. 0532 866149

XE SYSTEM: Suffolk user has
130XE. 1050 drive, printer IC,
OSS Basic XE and books, E160.
Consider split Phone 10284)
767775 evenings for lu ll details

WANTED
DISK DRIVE: Wanted urgently,
Cornpat isle with BOOXL Will  pay up
to E70 inc_ p&p. Write to John
Hubbock. 38 Comte,' Close, Wal-
ton. Liverpool. 19 1JW or phone
051 523 9966

HARDWARE: Wanted in  order of
preference, 850 interlace, 1027
printer. 1029 printer or even 1020
primer tor enthusiast in Corfu. Tel.
(UK) 0256 764507, Peter Kirkby

DE RE ATARI : Copy of De Re
Atari, must be in good condition.
Will pay good price Phone Paul
on 061 872 2814

OLD ARCADE GAM ES: I particu•
any want Gyrus. Frogger and

Popsy° (tape. d isk or ROM)
Phone Andy Scales on 0287
624811 o r write to 117 Wilton
Bank, Saltbum, Cleveland, TS12
INS

LEADERBOARD: Has anyone got
a copy of Leaderboard (Golf) on
cassette. Will pay or swap for
another game. Contact David Fare
on 0492 596109 Or a l M a e s-
Y-Llan, Gyllin, Convey, Gwynedd.
1.132 8NB

HARDWARE: Atari freak wants
broken Offs of Atari hardware Mot
2600) W I  pay postage and small
pnce. Please write with details to
Russell Gilpin, 59 Grassington
Road St  Annes, Lanes, FY0 30E

WAR GAMES: Conflict In Vietnam
and Nato Commander both on
cassette. I  will pay up to E25 for
these games I f  you are interested
write 10 Yasser Nabi, 1176 London
Road. Leigh-on-Sea. Essex SS9
2AH or phone 0702 75201

MORE
OVERLEAF

FOR SALE WANTED P E N  PALS ADVICE HELP
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TRANSDISK IV NEW
LOWER
PRICE!

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK
TRANSFER SYSTEM AT A SAVING OF £7!

Transdisk is a simple to use utility that will transfer most cassette games to disk - easily and quickly

•  Handles any type of cassette format
•  Allows several games on one disk
•  Handles cassettes that require 64k memory

•  Handles cassettes that load extra levels
•  Use all available memory on XL/XE machines
•  Full step by step instructions included

4 NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST E12.95 - ONLY FROM PAGE 6
Send a  cheque  or  postal order  with the  order  form on our  Accessory Shop page

or just write . Credit card orders  accepted by  te lephone  on 0785 213928
Send to: PAGE 65 •  •  P 0 BOX 54, STAFFORD, ST16 1DR

Post free in UK. Overseas please add £2 postage

contact extra.., contact extra
DISK DRIVE, Wanted urgently,
disk dnve t1050) and printer (1020.
1027. 1029) for 800XL. all leads
etc. needed. Must be in good
working order. Reasonable pnce
please. Contact Steve Bateman,
29A Stanley Road. London. E12
DRI

BASIC: Wanted baSiiC Rev C  ca r
edge. Richard Carter. 73 Gras-well
Park, SI . Saviour, Jersey JE2 7P0

LEADERBOARD: Copy on casset-
te wanted as I can't find it  any-
where in my area. Kenn Hannigan.
Gummeen, Mare,  Co. Limenck_
Rep Of Ireland

MUSIC COMPOSER: Music Com-
poser or other music software on
disk or RCM which will enable the
music to be onnted using an
Epson compatible primer Phone
Charles Ci81 462 5476, Weal Wick.
ham, Kent

DISK DRIVE: XF551 o r 1050 disk
drive warded in good working order
and with leads and manuals. Will
pay reasonable COSI and postage.
Please write to R o o s  Ferguson,
Lough Our, Brutt Co  L imerick.
Eire

DIGITISER: Wanted graphic digi-
t ser tar the 8-bit computer al
reasonable price. Write to filir
Darey. P.O. Box 6002. Acco, Israel
24720

4 6  I s s u e  5 4  N e w  Aro n  Use

MAGAZINES: PAGE 6 iss:le  35
and any issues prior to 31. Also
wanted, any iSSUBS of old Atari
User magazine. Offering in ex-
change one program for every 2
mags (must be in good condition.
Programs all original disks with ori-
ginal documentation inc. some
hard to find titles (Karateka. Ser-
pents Star. Neverending Story
etc.). Also locking for CarnputelS,
Atari Collection Vol. One. write to
Ed Hall. 66 Morrison Drive. Yel-
lowknife, Northwest Terrilones,
Canada, X1A 2Z1

DISK DRIVE: Wanted 1050. 810
or XF551 d isk drive. Trystan
Negus, 23 Newbndge Way. Truro
TR1 3LX, Tel. 0872 77972

BOULDERDASH: Boulderdash 4
screens wanted, your own de-
signs, I 'm addicted, I  am compiling
a Boukierdash library and need
your screens to help me. Send all
you've got I  will return your tapes
or disks with new screens at my
own design and friend's designs.
over 200 available. Approx. 40
screens per TDK C60 (1 side), 40
screens per dsSk side. Return post-
age will be paid by me, II you
haven't any screens send tor some
tree, enclose tape or disk and sae
I also urgently need a Sogon eck-
loc. Paul Kavanagh, 4 Ryecroft
House. Tyersal Lane, Holme
Wood. Bradford. B04  DEW

DISK DRIVE:1050 disk dr,ve and
games on disk, Boulderdash.
Boun:y Bob Strikes Back, Bruce
Lee, Fort Apocalypse, Internation-
al, Karateka R W. Watts, 268
Stanley Fields Road. Selly Oak,
Birmingham, 529 59H

PRINTER: Urgently wanted for
BooxL• Details please to Bib, tel.
Leeds 0532 796853

PENPALS/HELP

LEEDS CASSETTE USERS
GROUP: The only group entirety
dedicated to cassette users. For a
free intormaton pack please send
a large stamped addressed en-
‘,elope to Leeds Cassette User
Group. 14  Hotel Hill Avenue,
Leeds, LSB 2PP

TURBO BASIC; I n  currently get-
ting together all inlormation that I
can on Turbo Basic Th e  end re
sult writ be a disk which is to be
released onto the public domain. it
you have any information on the
sub led then sand it to me. Au con-
tributions will be timed on the disk
Here's you chance to be lamous.
Write to  me a t  R. Espinc. l i t  Pas-
ton Ridings, Fasten. Peterborouoh.
Cambs. PE4 7UX

USA CONTACT: wo u ld  like to
hear from tallow 8-bitters from
around the globe. I  have been
using my Man for 10 years and am
looking for new sources of PO sott-
ware as wet as commercial mail
order outlets. Please write to Ray
Wilmott, 10, South Rhoda Street,
Spotswood, NJ 08884. USA

PENPAL NEEDED; My name is
Paul I  have a 130XE and XCl2 . I
have around 20 games I  am new
to the Atari scene and I would like
to swap games and I would the
some useful tips. Please write to
Paul Nugent. 4  Pinebrook, Trim,
Co. Meath. Ireland

PEN PALS WANTED: In the
Lecestershire area. I  have a
BOOXL with a 1050 disk drive with
various disks plus some cassettes.
II you would like to swap please
contact Warren Whiteman, 19
Breadcrott lane . Barrow-on-Soar,
Loughborough, Leics. LE t2 8HW

8-BIT PENPALS: I have a variety
al 8-bit equipment and would like
to correspond with any o ilie r 8-be
users. Write to Paul Saunders. 24
Tyler Road, Hazlemere. High
Wycombe. Bucks, HP15 7NS

CONTACTS: Any 8-01Ilevs wort
ovede to swap games h in t  and
tips. Disk based only please. A l
letters answered. wrrle to Paul. 12
Treelands walk. Ordsall Park Sal-
ford. S. Manchester. M5 3FX

XLICE PENPALS: Hi, my nerve is
Ray I  have a 800XL, 2  1050
arrves• printer etc I  would like to
swap hints, lips and games, so if
you are interested wnte to B.
Robertson, 18 Lidlebury Green,
Baszlcion, Essex SSI 3  1 PA or le l.
0268 584006

CONTACT is FRE E  of  charge a nd m ay be  used by
any
.  
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owners. Any  notice m ay be included except those
offer ing software only for  sale or  exchange or  those
offer ing i tem s for  sale commercial ly.  The  E di tor
reserves the  r i ght t o  om i t  a ny  notice received a t
his discresion.
Send your  CONTACT notice to CONTACT.  PAGE 8,

P.O. Box 54,  Stafford,  STI43 IDEL Please write your
notice on a separate sheet of  paper, not  as par t of
a letter .
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THE ACCESSORY S
ISSUE 5 4

OP
BARGAIN
SOFTWARE
NEW!

ROM
CARTRIDGE

BLUE MAX
One of the classics of Atari history! Blue Max
is set in 1915 during World War 1 and has you
flying a mission in a hi-plane fighter bomber
along a river attacking enemy planes and
bombing bridges arid the enemy's airfields.
Superb diagonal scrolling similar to Zaxxon
makes tills an exciting classic game.

Normally 1'14.95
OUR PRICE E7.95

BACK AGAIN!
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tounded At a r i users when it  was fi rst  released. Rased on
the real life  battle o f  Operation Barbarossa on the border
of Russia you must command the forces through the
savage Russian win ter to see sshether you r skills can
determine a different outcome from history
.
,  E a s y  t o
understand, d iffi cu lt  to  win  but an ideal introduction to
computer w Arg u n
-
d u g . 
D e fi n i t e l
y  
a n  
A t a r
i  
c l a s
s i c !

Recommended price172.95
OUR PRICE E6•95

BACK AGAIN!

ROM
CARTRIDGE

US FOOTBALL
merican Foo tha ll is nom a  b ig  craze in  t h is coun t ry

and you can now play at home. Outsmart the defence.
pass with amazing accuracy. run with speed and
ag ility,  make tackles,  select offensive and defensive
plays and more. You can take on the computer In a
practice game or challenge a friend to a dramatic
video bowl game of your ovvn in a packed stadium. All
the thrills  of the gridiron.

Normally 1
.
1 2 . 9 5
OUR PRICE E6.95

b • rAric. .
,
4 1 * -
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ROM
CARTRIDGE

MASTERTYPE
Now anyone can Learn to type whilst playing a cha lengi ng
game. Mastertypc was one of the original 'gam based'
t!,ping tutors which requires you to yap enemy words as
they approach from the four corners of the screen_ But it
not really a game for. before you realise It. you will
become quite proficient on the keyboard as you progress
through IS lessons of increasing complexity
.
.Recommended price £ 1
4 . 9 5OUR PRICE E2.95

We are still managing to uncover a few new items o f software for
your XLIXE so check all the new items this issue. Check the inside
front cover and the following pages. Some items previously adver-
tised are now sold out but there are stil l word processors for you to
choose, from the most simple to the most complex, plenty o f games
and much serious software - the choice is yours. As always we are
able to offer these items at considerably less than the recommended
price so check through the Accessory Shop pages.

DAVID'S MIDNIGHT MAGIC
Pinball on your Atari can become totally addictive as
thousands of addicts to the famous Pinball Construc-
tion Set w ill testify. Now vim can join in the fun with
'hold's  Midnight Magic. all the thrills  of the pinball
table on your screen. There are fl ippers, bumpers,
drop targets and you can VoCri 'shake' the machine,
All of the action of real arcade pinball for up to four
players

Normal price £14.95
OUR PRICE E7.95

BACK AGAIN!

ROM
CARTRIDGE

ROBOTRON 2084
It's the year 20/4.1, and you're the only being left who
can defend humanity against the Robotron armies!
You've got to move quickly to rescue the defenceless
humans and blast fast with your anti•robot laser gun
to shatter the oncoming waves of (Irunts. Hulks,
Brains, Spheroids, Electrodes and mutant Prows. Only
you can save the last survivors!

Normally 1
.
1 2 . 9 5
OUR PRICE E6.95
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ROM
CARTRIDGE

MOON PATROL
Your beat: Sector Nine, home o f  the' roughest. toughest
thugs in  the galaxy. Yuu have the finest patro l ear on the
force, complete with  anti•gra%ity ju m p  buttons and laser
bullets. but n e e d  more than a hot ca r in  the rough
terrain o f  Sector Nine. Blast UFOs. Leap over land mines..
Demolish tanks and jump huge craters and moon rocks -
just to survive. treat 31) graphics and good music add to
the enjoyment of this addictive arcade conversion.
Normally 172.95
OUR PRICE E6.95

BACK AGAIN!

ROM
CARTRIDGE

MISSILE COMMAND
Another of the all-t ime classic arcade games
that has you defending cities from missile
attack. Command the defence guns as enemy
missiles rain down from space to attack your
cities. Later smart missiles and bombers will
appear making the action more and more fran-
tic. For one or two players.

Normally 1
.
1 4 . 9 5
OUR PRICE E5.95

BACK AGAIN!

ROM
CARTRIDGE
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MICROSOFT BASIC'

DISK
ONLY

MICROSOFT BASIC
Microsoft Basic II is now sold out but you can still
practice programming in the standard Bask if you have a
disk drive, Microsoft Basic is ideal is you want to convert
programs from other machines as il contains many of ilk
conunands that are missing from Mari Basic. You'll be
able to share the creation of programs with other compu-
ter owning friends and maybe type in and adapt listings
SITillen on other computers,

Recommended pricei9.95
OUR PRICE E5.95

IUGGLES' RAINBOW

•
,
0
•••-•

DISK OR
CASSETTE

JUGGLES RAINBOW
A first computer learning experience for children
aged 3 to 6 that teaches the concepts of above. below,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves:.

OUR PRICE E5.95
NOW ALSO ON DISK!

INVITATION TO MAN
Cassette users wishing to learn Basic programming
can benefit from this tape based tutorial. The Invita-
tion To Programming 2 set, entitled Writing Your
Own Programs, comprises TWO cassettes and TWO
workbooks and does not require Invitation To Prog-
ramming I. With these actual. on•screen, examples
your programming books will come alive and you
will be writing your own programs in no time. Start
to program now at our bargain price!

Original Price £12.95
OUR PRICE E2.95

CASSETTE
ONLY

TOUCH TYPING
Everyone who uses a computer needs to hrush up on
their typing and now you can learn to type like  a
professional typist with this complete tutorial. Touch
'typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The computer determines words per minute.
number of errors and your weak points. Random
sentences are generated to drill you in those areas.
Contains two cassettes and instruction manual.

Previously 1'19.95.
OUR PRICE E4.95

BACK IN STOCK!

[OUCH TVPING

CASSETTE
ONLY

JUGGLES HOUSE
'inother fur 3  to 6  year olds teaching the concepts of
inside, outside, upper and lower with Juggles' House
and Toyshelf. each game also includes a 'playground'
where children can try out these new ideas for them-
selves.

OUR PRICE E5.95
SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95

JUGGLES' HOUSE

CASSETTE
ONLY

LOWER PRICE!

DISK
ONLY

LETTER WIZARD
For those who need a little more sophistication in
a word processor, Letter Wizard gives you all of
the basic features you would espect plus mail
merge. print of selected pages, headers and foo-
ters, automatic page numbering and a whole host
more print formatting styles. Although set up for
Epson compatible printers or the NEC 8023. con-
trol codes can be sent direct to the printer. Comes
with an easy to learn and use manual plus a handy
Quick Reference card.

Original Price £19.95
OUR PRICE NOWE5.95

A V A I L A B L E  A G A IN !
EASY PROGRAMMING

FOR YOUR ATARI MICRO
Ibis h o o k  w e n t  URA o f  p   3 t o u ,  a go  a n d  w e  ha v e  be e n s e a r c hing b i t  a
replacement e ' e r  since. W e  a r e  absolutely de lighte d to  hose found m or e  stocks o f
one o f  the  be s t be ginne r 's  hook s  e v e r  published. U s e r  th e  pa s t c ouple  o f  y e a t,
wheneser someone ha s  phone d fo r  a  beginners  book  o n  pr ogr a m m ing w e  hos e
ads ised the n to  tr y  a n d  fi nd a  second ha nd copy o f  this  hook  •  now y ou c a n buy
It Once a ga in,  b r a nd  n e w : B y  th e  e nd o f  this  honk  y o u l l  be  w r i ti n g  y our  o w n
programs. inc luding thos e  w i th  fu l l  graphics  a n d  s ound.

NEW REDUCED PRICE E4•95

Published price' PUSOUR PRICE ENO

MICRO ENQUIRER
A large formal book that covers the world of micros in
general with some specific Atari sections. the book
contains a lot of worthwhile background information on
home computing and is ideal for those who are recent
conserts or who want to expand their general knowledge
of computers. it emus all sorts of topics including
languages, bulletin boards, CAD. Data Processing. Prin-
ters, Artificial Inielligence and much more, There are a
few Atari specific programs to illustrate various concepts
hot generally this book will fulfil a need to know more
shout the world of computing in general. large formal
with over 180 pages.

ATARI ADVENTURES
An Clive I len I book written by adventure expert Tony
Bridges cosering adventures in general and showing
how you can write  your own ads entures on the
Ata ri. This book has in fact formed the basis for

some of  the adventure listings that hose been pub-
lished in PAG E 6 . Tony will take  you through
examples of commercia l adventores with lots of
background to a ll different types of  adsenture and
then show you how a ll these ideas can he put
together in your ve ry own adventure. There  Is a
playable adventure listing called The  F'.ye ill The
Star Wa rrio r to show you just how ill a ll comes
together. Eve rything 3itin need to know to write  your
first adventure.

Published peke £5.95OUR PRICE E1.50

WRITING STRATEGY GAMES
If you a re  red up with simple  arcade style  games but
are not sure  of the maths required in writ ing 'th ink-
ing games like  chess here is a  book that w ill he lp
you oul. To  write  games of strategy requires not only
a knowledge Dr programming but a lso of  certain
mathematical and coding techniques. t h is book Is
pitched at an intermediate level,  assuming that you
already know some Ata ri Ba sic. M achine  code prog-
rammers a re  also catered for with mans hints on
how to modify the  routines. The  book rove rs the
progra l o g  theory behind inte lligent gamerbefore
noising on to practica l examples of setting up a  chess
hoard, moving pieces and pla ying through. 'There a re
sample games for draughts. chess and other strategy
games.

writing &trate%
games

mkgamblip

Published price 15,95OUR PRICE E1,50
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LIMITED STOCK ITEMS

OUR PRICE E9.95 OUR PRICE £5.95

MIG ALLEY ACE KENNEDY APPROACH
An aerial combat s imulat ion set Tota lly un ique . A  sim u la t io n  o f  Air
in Korea with 3D graphics, cock-
pit ins trumentation, different sk ill

Tra ffic Co n iro l a t  one  o f  Am e rica 's
busiest  a irp o rt s. Wit h  rea l d ig it ise d

levels and much more speech, yo u ' ll fee l yo u  are there !
DISK D i S K

O r i g i na l  pr i ce  1 '14. 95 O r i g i na l  pr i ce  ( 1 9 _ 9 5
OUR PRICE E6.95 OUR PRICE E8.95

COLOSSUS CHESS 4SARGON III CHESS
Regarded b y so m e  a s the fi nest Cla ims to  b e  the best  ch e ss p ro g -
chess sim u la to r o f  a ll. N in e  le ve ls ram o f  all_ The writ e rs o f  Sa rgon  III
f rom beg inner t o  maste r. Idea l t o wou ld  d isagree,  bu t  there  is  n o
learn w it h  a s the  manual teaches a ll doub t h is is  a fi n e  ch e ss sim u la t io n
the fundamenta ls o l the  game part icu la rly f o r advanced p la ye rs

DI S K DI S K  o R  CA S S E TTE
O r i gi na l  pr i c e T1 6 . 9 5 O r i g i na l  pr i ce  C1 4 . 9 5
OUR PRICE E5.95 OUR PRICE E6.95
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INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED
These items of software are new to us or are replacements for items previously sold out

Some are in short supply and may not be available again. Get them while you can!

ADVENTURESIROLE PLAYING
D R U I D

One of the best graphic  role-play-
ing adventures on the Atari. Your
quest is to destroy four princes
with spells , magic  and fi ghting

DI S K
O r i g i na l  pr i ce  . E11. 95
OUR PRICE £3.95
J I N X T E R

An adventure from Magnetic
Scrolls, the team that set new
standards In adventure des ign
Requires 1050 or XF551 drive

DI S K
O r i g i na l  pr i ce1•19_95
OUR PRICE E7.95
G A U N T L E T

Possibly the most famous role-
play ing game of all. Explore the
dungeons in this  original game
from Mindscape,

DI S K
O r i g i na l  pr i ce1•19_95
OUR PRICE E7.95

THE ETERNAL DAGGER
Many cons ider the $SI role-play-
ing games to be among the best.
This is  the follow up to the best-
selling Wiz ards  Crown

DI S K
O r i g i na l  pr i ce  1"24. 95
OUR PRICE E8.95

SILICON DREAMS
Great sci-fi  adventure from Level
9. Three superb adventures with
graphics S nowba ll,  Return To
Eden and The Worm in Paradise

Dis h ,
O r i g i n a l  p r i c e  , E14. 95
OUR PRICE E6.95

JEWELS OF DARKNESS
Three original c lassics from Level
9 - Colossal Adventure, Adven-
ture Quest and Dungeon Adven-
ture (the solut ion's  in Issue 531).

DI S K
O r i gi na l  pr i ce  .E. I4.95
OUR PRICE £6.95
L A N C E L O T

Maybe Level 9's best adventure.
Highly researched and well writ -
ten, set in the times of King
Arthur

DI S K  O R CA S S E TTE
O r i g i na l  pr i ce  . 114. 95
OUR PRICE £7.95

A R C H O N
Available again, the unique mys-
tical batt le set on a chess board.
Control the squares In a battle
between forces of light and dark

RON1
O r i gi na l  pr i ce  E 1 4 . 9 5
OUR PRICE £7.95

GAMES
S P I N D I Z Z Y

Well known and highly regarded
game in which the aim is to explore
and map a 3.4) world. Excellent
graphics and testing puzzles

DISK O NL Y
O r i g i n a l  p r i c e  E9-95
OUR PRICE £4.95
SMASH HITS 7

Four great games - Colossus Chess
3. Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
time!

DISK
O r i gi na l  pr i ce . 114.95
OUR PRICE £3.95

PA C - M A N
Possibly the most well known of all
computer games. Still a classic and
still in demand

RO M  CA RTRI DG E
O r i gi na l  pr i ce E12. 95
OUR PRICE E6.95
INTERNATIONAL KARATE

Atari owners waited years for this
and when it fi nally arrived everyone
raved over it. Still the best karate
game around.

DISK
O r i g i n a l  p r i c e  . C9. 95
OUR PRICE E4.95

WAR GAMES
NATO COMMANDER

You are commander of Nato and
your task is  to defend Europe
from Soviet invasion. Top class
graphics, live scenarios

Dis k .
O r i gi na l  pr i ce . E14 . 95
OUR PRICE £5.95
CONFLICT IN VIETNAM
A s imulat ion of fi ve battles of the
Vietnam War, Can you change
history? Excellent graphics,
various sk ill levels, 1/2 players

CA S S E TTE
O r i gi na l  pr i c e E 1 4 . 9 5
OUR PRICE E5.95
BATTLECRUISER

The complete s imulat ion of World
War land World War II surface
battles in the Atlantic  from SSI.
Simple graphics but detailed play

DI S K
O r i gi na l  pr i ce  . 119. 95
OUR PRICE E9.95

DECISION IN THE DESERT
Take command at the Battle of El
Alamein. You can lead either s ide
in this accurate s imulat ion f rom
the creators of F-15 Strike Eagle

CA S S E TTE
O r i gi na l  pr i ce  1
-
1 4 . 9 5
OUR PRICE E5.95
PANZER GRENADIER

A wargame of German armoured
infantry on the Eastern Front.
Five his torical s imulations , sk ill
levels, joystick control, graphics

DI S K
O r i g i na l  pr i ce  E 1 9 . 9 5
OUR PRICE £9.95

CHECK OUT THE
INSIDE FRONT
COVER FOR
NEW CASSETTES

SIMULATIONS
FLIGHT SIMULATOR II

The best of all fl ight s imulators .
Nolhing more need be said about
this tremendous program now
available once again

DI S K
O r i g i na l  pr i ce 1•34_95

SOLO FLIGHT
A very neat fl ight s imulator, not
as complex as FS2 but s t ill with
the real le-el of fl ying. Ideal to
learn on before try ing FS2 itself!

DI S K
O r i g i n a l  p r i c e . E 1 4 . 9 5

WE SUGGEST THAT YOU CHECK A VAILiBILITY OF THESE ITE:11.S' BY TELEPHONE
New Atari User Issue 54 49



/4 ce/trAe/t
Seteetem

TIMEWISE
,,,h) not use your Atari as an electronic
track of all your appointments and
yearly basis. Now you can dispense
work. If you have a printer Timewise
a sandy of ways.

Originally
DISK
ONLY O U R

REDUCED PRICE
diary? Timewise allows you to keep

important dales on a daily, monthly or
with your diary and let your Atari do the

allows you to print out the information in

,122.99
PRICE E3.95

MACRO ASSEMBLER
The Macro Assembler will allow you to create your own machine language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 16181 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
'arise your program. A Program-Text Editor is included.

Normally £19.95
DISKONLY O U R  PRICE E7•95

ZAXXON
One of the all lime daisies for the Atari. Zaxxon set new standards when first
issued and was copied many times. Pilot your craft across the unique 3
dimensional battlefield shouting enemy fuel tanks. anti-aircraft tanks and mis-
siles before launching off through space for the ultimate conflict with a mighty
robot - few hale got this far! Zaxxon. often copied. never bettered and NEVER
at this incredibly low price!

RRP £7.95 cass19.95 disk
DISKOR CASSETTE OUR PRICE E2.99

PLANETARIUM
I, un or education? Both really in this fascinating look
stars, 88 constellations, the solar system and more than
depicted in this program that allows you to view the universe.
and planelar3 map., study eclipses, learn about Latitude

1050 DRIVE ONLY N o r m a l l y i 1 6 . 9 5
Please state when ordering if
you have a US Doubler fitted O U R  P R I C E

BACK IN STOCK!
at the heavens. Over 1200

300 deep-sky objects are
'Sun can make stellar

and longitude and mach morL.

E 6 95

PROOFREADER
L hers of Atariwriter will be delighted with this, the long lost spelling checker tor
the Atariwriter cartridge! Proofreader may' be loaded alongside Atariwriter to
give you instant access to a dictionary of 36,000 words. If that is not enough you
can add your own words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings.

DISKONLY O U R  PRICE E5.95

BASIC CARTRIDGE
Why would you want a Bask Cartridge when Basic is already built in to your
machine? Well some programs, especially some early' public domain programs
won't run on ihe XLIXE but they will if you plug in the old version or Basic.
Nluch more convenient than having to boot in the old Basic from disk and, at
this price. worth having just as a backup.

ROMCARTRIDGE OUR PRICE E3.95

SCREEN DUMP 1020
Owners of the 1020 printeriplotter will be delighted with this utility which has
been unavailable for a long lime. Now AtariArtist pictures can be dumped to
your 1020 in FULL COLOUR. Just boot up the tape, select your favourite
picture and let the software do the rest.

CASSETTE ONLY

Originally E14.95 OUR PRICE JUST E2.95

HOME FILING MANAGER/PAY OFF
DISK ONLY

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-Off Adventure
• your chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demos.

SPECIAL PRICE - ONLY i l

MACRO ASSEMBLER
The Macro Assembler will allow you to create your own machine language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 16181 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
'arise your program. A Program-Text Editor is included.

Normally £19.95
DISKONLY O U R  PRICE E7•95

CAVERNS OF MARS LAST FEW!
DISK ONLY

Winner of one of the first Atari programming competitions, this was one of
the first vertical scrollers and remains a much sought after original game.
Descend through the caverns avoiding mines and picking up fuel. Highly
playable and addictive, only one or two have made it to the bottom of the
cavern to discover the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL
- LOWER PRICE E4.95

MUSIC PAINTER
An exciting educational program that helps to teach music by using colours
instead of notes. Change the fifteen supplied songs to feature different instru-
ments, make the mites hahter or shorter or transcribe your own songs. No
musical knowledge required 10 make your ay, n great music. Children or adults
alike will get great satisfaction from being able to create their very own music.

DISK
ONLY

ORIGINALLY £14.95
OUR PRICE E7.95

L AS T  FE W!

0161
,
at t afLI WIRY

PRINT SHOP GRAPHICS
The o ffi cia l PR I N T  SH OP Gra p h ics L ib ra ry comprises
three separate d kks  each w it h  120 g raph ics and a
printed ou t  reference gu ide o r the nest ico n s. D isk I
cosers Ho lid a ys. Specia l Occasions, Spo rts and moire,
Disk 3  cowers lim in e ss. Symbols,  M ytho logy and
others. ON L Y N o ." I  a n d  3  N OW AVAI L AR I .E.T h •se
are a ll top  qua lit y g ra p h ics in  the o rig in a l lir t a le rh o n d
Prin t  Shop packag ing .

Original  Price 172.99 each
OUR PRICE E4.95 each

SPECIAL - B I T BOTH FOR JUST t8.95!
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HANGMAN
The original computer education game suitable for ages From 8 to
adult / three levels of play with MI words in each. You play against the
computer by guessing the word the computer has chosen. Uses
keyboard or joystick.

CASSETTE OUR PRICE JUST 99P!
O NLY

HARDBALL
American League baseball a t  i t ' s ve ry best . A  h ig h ly regarded game -  check ou t
the review in  Issue 45 T H E  best sports si W h i n  on the At a r i ' . L o o k ove r the
pitchers shou lder as he th rows the ba ll t o  the wa it ing  t r io  o f  ba t te r. ca tcher and
p i r e . I n H a r d Ba lly o u ca n h i t , r u n , st e a l.b lu n t a n d d ive , changet h e fi e ld e rs
and d o  everyth ing  so u  can do  in  the rea l game. Fo r  one o r  two  p layers.

Normally174.95
OUR PRICE E7•95ROM

CARTRI DG E

TAIL OF BETA LYRAE
Ou r A- Z  o f  At a r i So f tware  series says "Th e  u lt ima te  'Scra m b le  clo n e  w it h
superb g raph ics and m u sic. Th is humdinger o f  a ho rizon ta lly scro llin g  shoot 'e m
up was writ t e n  b y Ph il ip  Pr ice . and the m usic was b y Ga ry Gilbe rt son . •they
later went  on  t o  w r it e  the 'Alt e rn a te  Re a lit y' games." Th is is Ube o f  M e  few
orig ina l 'cla ssics' r ig h t  u p  there w it h  the top  arcade games o f  a ll t ime,  Give  yo u r
eyes, ea rs and react ions an unforgettable t rea t !

CASSETTE OUR PRICE JUST 99P!
ONLY

BALLBLAZER
Another f ro m  L u ca sfi lin ,  t h is top qua lit y sp lit  screen game takes place in  a

games arena o f  the fu tu re . Yo u  a re  strapped in t o  a  Rotiornil hove rcra f t -like
s ehicle tha t  skim s ove r ih e  surface o f  the p layfi e ld  a l 50  metres pe r second. The
object is simp le ,  ju st  re lease yo u r Plasino rb  th rough yo u r  opponent 's goa l. Two -
player simultaneous play' w it h  fi rst  person perspect ive f o r bo th  p laye rs.

Normally £14.95
OUR PRICE E6.95ROM

CARTRI DG E

STAR RAIDERS 2
The o r ig in a l St a r Ra ide rs is updated w it h  be t te r g raph ics and sound. Yo u r  jo b
is to  cle a r each sector wh ilst  ensuring tha t  the  enemy d o  not  o ve rru n  p lanets in
another p a rt  o f  the ga laxy. I t  w i l l  take  skil l  in  decid ing wh ich  sector t o  wa rp  t o .
can yo u  a f fo rd  t o  cle a r a sector o r  w i l l  you  have to  leave to  defend a  p lanet and
return la te r!  A  great f o llo w u p  t o  an a ll t im e  classic.

Normally £14.95
OUR PRICE E6.95ROM

CARTRI DG E

SILENT BUTLER
The all round personal finance planner that keeps track of three bank
accounts, maintains income records, reminds you of birthdays. annive-
rsaries and important dates and generally keeps you up to date on
your financial status.

DISK
ONLY

0  riginal1yt14.95
OUR PRICE E6.95

FIGHT NIGHT
Fight Nigh t  l ir in g s you  a ll the t h r il ls i l l  the boxing  r in g  as yOU face fl y ,  o f  the
most b ru t a l fi gh te rs eve r. I t s fi ve  separate bat t les are to ta l w a r  w it h  re lent less
action. Th e  Bo xin g  Const ruct ion  Set a llows you  and yo u r opponent t o  create
your o wn  perfect  boxers,  selecting stamina,  in te llect  and  style . Step in t o  the r in g
to p ill yo u r  perfect hove r against the computer o r  another opponent. 1.'2 p laye rs.

Normally SI4•95
OUR PRICE E7.95ROM

CA RTRI DG E

BACK IN STOCK!

STRANGE ODYSSEY
At the galaxy's rim, there are rewards aplenty to be harvested from a lung-dead
alien civiliza t io n . Fabu lous treasures .„  advanced technologies f a r beyond human
ken A l l  t h is and more  awa its the b rave  ga lact ic Ad ve n tu re r. Bu t  w i l l  you  he
able t o  recover the wealth  and  re t u rn  h  ?  Prepare  you rse lf  fo r a  Strange
Odyssey! Scot t  Ad a m s t ;ra p h ic Adven tu re  ah is a  Moderate leve l adventure,

Original price £19.95
OUR PRICE E7.95DISK

ONLY

GALAXIAN
Another arcade conversion tha t  re ta ins a ll o f  the addict iveness o f  the o rig ina l
and st i l l  stands as one o f  the a ll l im e  classics. Bla st  the  ga laxians as they advance
in fo rmat ion  and peel o f f  to a t tack. Wit h  one o r  t wo  p layers and 10 skil l  leve ls
yo u ' ll be entertained f o r  a  long t im e . Includes an easy opt ion f o r  beginners.

ROM
CARTRI DGE

Normally 112.95
OUR PRICE E6_95

RESCUE ON M M U S
Ask o ld  hands what  was one o f  the best games ever f o r  the At a r i  and  a  good
proport ion o f  them w i l l  say Rescue on Fracta lus,  Th is game f ro m  Lueasfi lm set
new standards in  compute r games comb in ing  a  space Bigh t  sim u la to r w it h  a
rescue m ission . Supe r. ever changing, s c e n e r y  a s you  fl y th rough the
mountains to  land  ilia  the p lanet and  rescue stranded p ilo t s.

ROM
CARTRI DGE

Normally 174.95
OUR PRICE E6.95

SUPER BREAKOUT
Breakout was the o rig ina l sim p le  ye t  to ta lly add ict ive  game and t h is enhanced
version w i l l  p ro vid e  even m ore  add ict ive  fon  Se ve ra l va ria t ions on the  basic
theme a re  ava ilab le  f o r  one to  f o u r p laye rs top  t o  8  on the  400100! ). N O T E that
this game requ ires paddle con t ro lle rs.

ROM
CARTRI DGE

Normally E9.95
OUR PRICE E3.95

LODE RUNNER
Another classic,  perhaps the best o f  a ll p la t fo rm  games. Yo u  a re  a h igh ly t ra in e d

Ga lact ic commando derp  in  enemy t e rr it o ry. Yo u r  m ission  is to  in fi lt ra t e  a ll 75
of  the enemy's subterranean leve ls to  recover eve ry last  p iece o f  gold. Yo u  a re
equipped w it h  a  laser d r i l l  p isto l b u t  yo u ' l l  need cunn ing,  speed and a g ilit y.
Lode Runner includes a  unique ext ra  tha t  a llows you t o  create yo u r own  leve ls.

Normally ,E14.95
OUR PRICE E7.95ROM

CARTRI DG E

ONE ON ONE
Play basketball w it h  t wo  o f  Am e rica 's lo p  p laye rs in  t h is great sports simu la t ion
which features rea list ic offensive and defensive moves. fat igue factors,  M il
streaks, a shot clo ck,  even instan t  r e p ,  a n d  a  shat tering backboard !  L ike  the
game o f  basketball it se lf ,  One-on-One rewards you  f o r  p laying  w it h  yo u r  head
as we ll as yo u r hands.

ROM
CARTRI DGE

Normally E14.95
OUR PRICE E6.95

DESERT FALCON
A ve rsio n  o f  the classic Blu e  Ala s tha t  fi n d s yo u  fl yin g  across the desert Ind iana
Jones style  searching f o r  h ie rog lyph ics h idden in  the  desert sands. Yo u  need t o
survive  long  enough t o  destroy t h e  howling  Sp h in x. Th e  longer you su rvive  and
the f u rt h e r you  proceed, the more  pe rilbus yo u r m ission  becomes. I f  you destroy
the Sp h in x you  ge l t o  gain the  bonus round  f o r  even h ighe r po in ts. Fo u r leve ls.

ROM
CA RTRI DG E

Normally i14.95
OUR PRICE E7.95
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TELEPHONE ORDERS 0785 213928

PAGE 6 SOFTWARE
All on disk unless shown

NEW SOFTWARE
r.ot

y
.

Title Price Total
BASIC CARTRIDGEARCHON E 7.95

TARITALK

HOME FILING MAN. PAY OFFBATTLECRUISER E 9,95

MINI OFFICE II

INV TO PROGRAMMING 2COLOSSUS CHESS 4i0iSk E 6.95

SPELL ME. Disk

JUGGLES HOUSECOLOSSUS CHESS 44:CaS.I E 6.95
JUGGLES RAINBOWCONFLICT IN VIETNAM E 5,95

Iola'

JUGGLES RAINBOW HOUSEDECISION IN THE DESERT E 5,95
JUGGLES RAINBCO • DISK E 5.95DRUID E 3.95

E 5.95

LODE RUNNER

ETERNAL DAGGER E 8.95
E 7.95

MAXWELLS DEMON

FLIGHT SIMULATOR II E 9.95

E 2.95

MISSILE COMMAND

GAUNTLET E 7,95

E 5.95

MOON PATROL

INTERNATIONAL KARATE E 4.95

E 7.95'

MR ROBOT. CASS

JEWELS OF DARKNESS E 6.95

t 6.95

MR ROBOT. DISK

JINXTER E 7.95

E 4.95

ONE ON ONE

KENNEDY APPROACH E 8,95

E 4.95

RESCUE ON FRACTULAS

LANCELOT (Disk) E 7,95

E 8.95

ROBOTRON 2064

LANCELOT (Cass) E 7.95

E 5.95

STAR RAIDERS 2

MIG ALLEY ACE E 6,95

E 2.95

STRANGE ODYSSEY

NATO COMMANDER E  5.95

SILENT BUTLER E 6.95
PAC-MAN E  6.95

E 195

TEXT WIZARD
PANZER GRENADIER E 9.95

E 2.99

T1MEWISE
SARGON III CHESS E 5-95

E 2.99

TOUCH TYPING
SILICON DREAMS E 6-95

E 2.95

TYPO ATTACK
SMASH HITS 7 E 3-95
SOLO FLIGHT E 5-95

Total

SPINDIZZY E 4.95
Total

PAGE 6 SOFTWARE
All on disk unless shown

SERIOUS SOFTWARE
r. Title Pnce Total

TRANSDISK IV

BASIC CARTRIDGE E 3.95

TARITALK

HOME FILING MAN. PAY OFF E 1.00

MINI OFFICE II

INV TO PROGRAMMING 2 E 2.95

SPELL ME. Disk

JUGGLES HOUSE E 5.95
JUGGLES RAINBOW E 5.95

Iola'

JUGGLES RAINBOW HOUSE E 9.95
JUGGLES RAINBCO • DISK E 5.95

E 7.95
LETTER WIZARD E 5.95

LODE RUNNER E 7.95
MACRO ASSEMBLER E 7.95

MAXWELLS DEMON E 1.99
MASTERTYPE E 2.95

MISSILE COMMAND E 5.95
MICROSOFT BASIC E 5.95

MOON PATROL E 6.95
MUSIC PAINTER E 7.95'

MR ROBOT. CASS E 1.99

PLANETARIUM t 6.95

MR ROBOT. DISK E 1.99

PRINT SHOP GRAPHICS' E 4.95

ONE ON ONE E 6.95

PRINT SHOP GRAPHICS 3 E 4.95

RESCUE ON FRACTULAS E 5.95

PRINT SHOP IBOTHI E 8.95

ROBOTRON 2064 E 6.95

PROOFREADER E 5.95

STAR RAIDERS 2 E 5.95

SCREEN DUMP 1020 E 2.95

STRANGE ODYSSEY E 7.95

SILENT BUTLER E 6.95

SUPER BREAKOUT E 195

TEXT WIZARD E 7.95

ZAXXON • CASS E 2.99

T1MEWISE E 3.95

ZAXXON. DISK E 2.99

TOUCH TYPING E 4,95

ZORK E 2.95

TYPO ATTACK E 6,95

Total

PAGE 6 SOFTWARE
All on disk unless shown

GAMES SOFTWARE

/).

Qty. Title P r i c ei Total

TRANSDISK IV

BALLBLAZER E 6.95

TARITALK

BLUE MAX E 7.95

MINI OFFICE II

CAVERNS OF MARS E 4.95

SPELL ME. Disk

DESERT FALCON E 7.95
GALAXIAN E 6.95

Iola'

HARDBALL E 7.95
,
F
1
G
i
T 
N
I
G
H
T

E 7.95
LODE RUNNER E 7.95
MAXWELLS DEMON E 1.99
MISSILE COMMAND E 5.95
MOON PATROL E 6.95
MR ROBOT. CASS E 1.99
MR ROBOT. DISK E 1.99
ONE ON ONE E 6.95
RESCUE ON FRACTULAS E 5.95
ROBOTRON 2064 E 6.95
STAR RAIDERS 2 E 5.95
STRANGE ODYSSEY E 7.95
SUPER BREAKOUT E 195
ZAXXON • CASS E 2.99
ZAXXON. DISK E 2.99
ZORK E 2.95

Tolal
PAGE 6 SOFTWARE

All on disk unless shown
BOOKS

/). Title Price Tatei

TRANSDISK IV
EASY PROGRAMMING [4.95

TARITALK
MICRO ENQUIRER E 1.50

MINI OFFICE II
ATARI ADVENTURES E 1.50

SPELL ME. Disk
WM STRATEGY GAMESI E 1.50

1
Iola'

PAGE 6 SOFTWARE
All on disk unless shown

city Title P r i c e Total

Total

TRANSDISK IV E12.95

E 2.95
TARITALK E19.95
MINI OFFICE II E14,95

Total

SPELL ME. Disk E 6.95

PUBLIC DOMAIN ETC.
Qty. Title Price Total

ISSUE 54 DISK E 2.95,
861
- 
R
E
F
E
R
E
N
C
E  
G
U
I
D
E  
1  
E  
6
.
9
5

TURBO BASIC E  195

Total

Name

Address

Total Order E
OVERSEAS postage PLUS 25°/0** E

Total E

O R D E R  F O R M
ALL ITEMS FOR )(LAE

I
Expiry date: E D  E I E

Signature

CASSETTES
see inside front cover

Off. Tite

Total price post free

Tolei

99p CASSETTES
Tit*
HANGMAN
TAIL OF BETA LYRAE

Price To t a l

E 0.99
E0.99

Total

FREE NIBBLER -
IF ORDER TOTALSE10 or more (et postage)
DISK ONLY TICK IF REQUIRED

TOTALS
Software A l
b  EBooks
Post and Packing on above t  1 .0 0
Public Domain
PAGE 6 Software t
Total
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0  I  enclose cheque/P.O. fo r  E

D  I  authorise you to  debit my credit card

El VISA E1ACCESS EIEUROCARD E j  MASTERCAR D

My card number is:
LI D E  M O O  DEED 111

NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE ORDER - IF
THIS OCCURS WE WILL WRITE TO YOU BEFORE SHIPPrNG Please ensure that the name and address shown are

Please make cheques payable to PAGE 6 t h e  same as the cardholders.
POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FA X :  0785 54355
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NEW LYNX SOFTWARE
Nothing to do with the ST this, but a large number of ST owners also
have Lynx machines to continue their addiction wherever they may find
themselves, so we thought it might be of interest to report forthcoming
software for the Lynx this issue.
Atari have a most impressive array of software lined up for 1992 some

of which will have been released by the time you read this. There are
over 30 new titles scheduled for release during the first six months of
the year including popular coin-op games such as TOR KYBOTS, 720
and ROLLING THUNDER as well as conversions of many of the most
popular ST games such as LEMMINGS, SHADOW OF THE BEAST and EYE
OF THE BEHOLDER. Atari themselves have a line up of sports titles for
1992 with NFL FOOTBALL, HOCKEY, MALIBU BIKINI VOLLEYBALL (not
yet a recognised Olympic sport we suspect!), WORLD CLASS SOCCER
and more.
Some other tides include GOLF CHECKERED FLAG, a racing game in

which you can construct your own courses, FIDELITY ULTIMATE CHESS
and several arcade style games such as BASKETBRAWL, WKING CHILD,
and GRID RUNNER.
All in all 1992 looks like being an interesting year for Lynx owners,

provided Atari do actually release all their sluff. How many times have
old Atari hands read of Imminent' releases that never quite made it?

NEW BOOKS
Kuma have recently published two interesting guides for those interested
in DTP on the ST, respectively, Desktop Publishing with Calamus and
Desktop Publishing with Timeworks These books each contain introduc-
tions to DTP and the respective software, followed by several 'projects'
which take you step by step through the stages of creating ti particular
document. Unlike many DTP books these take into account the basic
principles of page layout and design so that, hopefully, some of the
more scrappy examples of DTP seen everywhere will not be repeated.
The books retail at i14,95 and are available now. In the event that you
can't find copies at your local store, give Kuma a ring on 0734 844335

GUIDING LIGHT CLOSED
There are new regulations governing the use of 0898 numbers intended
to close down some of the unsavoury or money-grabbing services.
Unfortunately these regulations apply to all services and involve enor-
mous financial outlay which the Guiding Light could not afford so, sadly,
the Guiding Light Adventure Helpline has had to close for the moment.
Jackie still has some computerised helplines for specific adventures

(like the Magic Pockets one mentioned in this issue) and is investigating
ways of getting some form of Helpline going again in 1992. in the
meantime I am sure that we would all like to thank Jackie and her crew
for the invaluable help they have given so many of us over the last
couple of years and wish them all the best for the future.

ST SOFTWARE RENEWED THrs ISSUE from
top to bottom MAGIC POCKETS, PIT FIGHTER
and UTOPIA
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in desk top publis hing (DTP) was
originally  aroused years ago by

Bmderbund's  classic Print  Shop program
on the 8-bit  machines ,  In fact my family
STILL. regularly  use it. alt hough it 's really
designed for just. a small range of
'domest ic  DTP  tasks. I've recent ly  been
look ing for something a lit t le more
sophist icated though,  and realis t ically
this  means an ST based package. OSTs
l ' imework s  Publisher is one of  the most
popular,  so I was delighted to receive an
inv itat ion to GSTs  galact ic I IQ in St. Ives
to see their brand new Tirneworks  Pub-
lisher 2 demons t rated - and to collect a
review copy.
The package inc ludes  six(?) double s ided

disks plus  a high qualit y  284 page ring-
bound manual.  The first job is to t ailor
the program to your machine's  confi gura-
t ion, af ter which you' ll typically  fi nd it  fi ts
onto just  two disks, one for program code
and one for fonts. You' ll also need a data
disk to hold your documents.
Mi n i mu m hardware confi gurat ion is an

ST(E) wi t h  512K and one double sided
floppy disk  drive. However.  I  MB memory
and two drives is s t rongly  recommended,
but  even this  has limitat ions .  2MB
makes life muc h easier, and adding a
hard disk  to this  makes it  bet ter st ill,  I t
wi l l  also run on a I T.  Med ium resolut ion
colour displays are supported,  but  high-
res monoc hrome is preferable.  Printer
drivers are supplied for Epson 9 / 24 pin
and GQ laser printers .  NEC 24-pin,
Canon 13,110 Bubbleiet ;  HP Lasentet
2/Plus :  Atari laser: several PostScript.
printers :  and others  compat ible wit h
these.

TIME WORKS PUBLISHER 2
GST Software Products
E129.95
Reviewed by
John S Davison
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NEW FEATURES
Users of the original Timeworks  Pub-

lisher should feel at home with this  new
version as it  has the same look and feel -
plus  a long list  of  new facilit ies and Im-
provements.  These inc lude four addit ion-
al fonts: three addit ional text styles: im-
port ing of text and graphics  f rom a wider
range of external wordprocessor and
paint  programs:  automat ic  text fl ow of
imported text files: use of irregular bor-
ders for fl owing text round graphics;  abil-
ity to name and export  blocks of  typed
text: cus tom paper sizes up to 22,5 In-
dies  square: five alternat ive page num-
bering formats;  improved tab handling:
nit ilt i-page add/delete;  automat ic  t imed
backup of  current  document :  manipula-
t ion of  groups of  tex t /graphics  frames:
s imult aneous  support  of up to four diffe-
rent  printers ;  abilit y  to omit  pic tures
when draft. pr int ing documents:  and cus-
tomisable program defaults.  Phew!
The main work ing screen displays a

window containing the page you're work -
ing on. wi t h scrollbars prov ided for hand-
ling pages too big to lit  into it. Across the
top is the usual menu bar,  and at top left
is a f our icon "toolk it " cont rolling the
programs  four main modes of  operat ion -
Frame.  Paragraph,  Text, and Draw
modes. Below this  is the "Browser" area
wit h contents depending on the mode
you're using,  e.g. lis ts of text styles. pic-
ture files, drawing tools, etc. Finally ,  bot -
tom left shows a page icon indicat ing the
number  of  the page current ly  displayed.
and whet her it 's a left or  right  hand one.
A "master page" may be defined as a

template for the overall style common to
all pages in the document .  e.g. to specify
page headers,  footers, page numbering.
and c olumn guides. These guides div ide
each page Into vert ical columns  onto
whic h "f rames" containing your text and
graphics can be laid. You can also defi ne
top. bot tom,  left, and right  margin
dimens ions;  dis tance between columns:
page size: and horizontal and vert ical
page offset. Lef t  and right  hand mas ter
pages can be defi ned and the program
alternates them appropriately  t hrough-
out  y our document .  These defi nit ions
(plus addit ional items) can be saved on
disk as a reloadable "style sheet", so you

can easily  create other documents  later
us ing the same overall style.

PAGE LAYOUT
When s tart ing to lay out  the page the

screen displays a representat ion of  it.
blank  except for data f rom the master
page. You can v iew this in a number  of
sizes, f rom twice normal size for accurate
pos it ioning of text.. etc., down to two
pages on the screen at once for v iewing
the overall layout  of  lef t / right  page pairs_
Vert ical and horizontal rulers  at the top
and left side of  the screen can be acti-
vated for accurate posit ioning.
The fi rst  layout  task is to div ide up the

page int o separate "f rames",  rec tangular
areas into whic h text or graphics may  be
placed. This  is achieved either direct ly
us ing the mouse or by key ing in the
frame's pos it ion and dimens ions.  Frames
can overlap each other if  required, and
"handles" on each corner and edge per-
mit  you to easily resize or repos it ion
t hem on the page at any t ime. The f rames v
can opt ionally  he made to "snap-to" the
c olumn guides defi ned earlier,  mak ing
accurate alignment  a s imple task. The
frames themselves are normally  inv is ible
on print out ,  but  can be given vis ible bor-
ders or even t inted if  required.
Frames  need fi l l ing with text or

graphics. Text  may  be input  in several
ways. t he easiest being to key it  direc t ly
into a selected f rame. Text, edit ing facili-
ties are fairly  basic, so for large amounts
of text you'd probably  want  to prepare it
wit h a separate word processor then “ im.
port " it  into Titneworks.  This  fac ility  can
read fi les In many  dif ferent  word proces-
sor formats  inc luding Firs t  Word Plus:
Locoscript: MS Word 4/ 5:  MS Works;
Mult imate;  Word Perfect 4/ 5:  and Word-
s t ar/ Words t ar 2000. Other word proces-
sors may  be used prov iding they can out -
put  fi les in one of  the above formats,  or
in ASCII: DCA/ RFT;  or IBM Displaywrit e
RFT formats.
if  there's too muc h imported text to fi t

into one f rame it  can be quick ly  "fl owed"
f rom one f rame to another,  even across
page boundaries  if  necessary. You can
also arrange for f rame borders  to "repel"
text, so it  can't  become obscured by re-
pos it ioning another f rame over it. The
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edges, and following text gets automat ic -
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Some of the more unus ual features in-
c lude the handling of  discret ionary
hyphens:  "non-break ing" spaces: and
"kerning" - adjus t ing the spacing be-
tween adjacent  pairs  of letters to make
them look neater,  especially useful wit h
large headline fonts_ You can also change
the basic style of  any part  of  the text, by
highlight ing it wi t h the mouse then
choosing f rom bold:  underlined;  italic :
light :  out lined:  boxed; rounded boxed:
s t rikethrough:  whit e (on black back-
ground):  superscript :  and subscript
styles. You can also use combinat ions  of
these, e.g. bold italic .  i f  required.
There's  also a choice of  fonts supplied in

various sizes - Serif :  Sans; Rockface: Au-

1992
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t umn:  Drury  Lane
Capitals :  Sage:
Brushwood:  Di-
amond:  plus  Zapf
Dingbats  for those
odd lit t le bullets  and
s3rrnbois_ These can
be supplemented by
addit ional GDOS
fonts available f rom
PD libraries  and
other sources.
Again, you can
change a font  by
highlight ing the text
and choosing a new
font and size.
It's tedious hav ing

to manually  set the
font /s ty le for every
block of text, so
Timeworks  provides
a shortcut .  Para-
graph mode permit s
you to predefi ne a
font: style; just ifi ca-
t ion:  hyphenat ion:
Indentat ion;  word
and let ter spacing:
margins :  etc., for
each dif ferent  type of
paragraph in your

document ,  e.g. headline,  subheading.
bodytext. To use them just  c lick  on a
paragraph to highlight  it, t hen click on
the required paragraph type, and the text
Immediately  reformats  us ing the new
specifications.
Frames  may also be fi lled wit h graphics.

Timeworks  can import  graphics fi les f rom
most popular paint ,  drawing,  and
graphics  programs inc luding
NeoChrome:  Degas; GEM images or out-
line/vec tor drawings:  PC Paintbrush:
Lotus products:  and Deluxe Paint. File
types supported inc lude _NEO; .P11 / 2/ 3:
.IMG; .GEM:  .P11 / 2/3: .PCX: _PIC: .EPS:
1FF:  plus  TIFF format.
If the pic ture looks wrong on the page

you can resize its f rame or slide it  around
and Timeworks  wil l automat ically  rescale
and repos it ion it, and also repel and re-
fl ow any adjacent  text as necessary. It 's
now possible to draw an irregular shaped
border around a pic ture for use as the
repel boundary ,  for a more professional
look or for special effects. Further,  you

can "crop" a pic ture by "rubber-banding"
a sect ion of  it wit h the mouse. Timework s
discards the non-selected part  t hen res-
cales the remainder to fi ll the f rame
again. There's  also a l imit ed pixel edit ing
capability  for bit  mapped pictures.

DRAWING TOOLS
You can also switch into Draw Mode to

create graphics direct ly  in a f rame. Draw-
ing tools available inc lude s t raight  line:
poly line;  f reehand line: box: rounded box:
ellipse: and circle. There's  a choice of line
thickness in broken or unbrok en style,
wit h or wit hout  arrows  on either end.
Enclosed shapes can also be fi lled wit h
one of  many available fi ll pat terns.
After creat ing your document  you can

print  as many  copies of  any selected page
or group of  pages as you wish.  It 's also
possible to print  jus t  the right  hand or
left hand pages, and to pause between
sheets to facilitate page "duplex ing"
(print ing consecutive pages on both sides
of the paper).  Reverse order print ing and
mult iple copy collat ion may  also be spe-
cified, The output  looks excellent even on
lowly  9-pin printers.  but  you mus t  use a
decent ribbon for best results .
The only problem I had was caused by

Insufficient memory  on my  1MB STE,
whic h caused Timework s  to start  scaling
the bit mapped fonts to get dif ferent  Sizes,
instead of  loading the puk k a versions. I t
gives NO warning of this - you only  k now
It's happened when you see the poor
quality .  blocky,  uneven look ing output .
Circumvent ion is to comment  out  un-
used font  entries in the ASSIGN.SYS file,
releas ing memory  for the fonts you DO
want .  Alternat ively ,  buy  more memory  -
prices are very low at present!
Overall,  I 'm impressed wit h Timework s

Publisher 2. It 's relat ively easy to use,
and its features should ensure it 's cap-
able of  tack ling v irtually  any  DTP task
the home, school,  c lub,  or  small bus iness
user cares to t hrow at it. These could
inc lude produc ing newsletters, cata-
logues, brochures,  posters, signs, manu-
als, etc. I t  may  not  have every feature of'
more upmark et  DTP packages, but  at its
price It offers great value for money. So. i f
you're look ing for a DTP package put  this
one on y our short lis t .
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FLIGHT SIMULATION

AH,1111 THUNDERHAWK
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ter simulator, so I was pleased to try
this new offering from Core Design.

Initially I  thought it might be just a Gun-
ship clone, as it shares many common
features with that classic from Microp-
rose. However, I soon discovered it's pret-
ty good in its own right.
It's supplied on two double sided disks

and runs on any ST(E), but I MB memory
is recommended - presumably because of
its extensive use of sampled sound. Re-
view machine was a I  MB STE.

Predictably, Thunder hawk is a flight
combat simulator. The scenario casts
you as a member of the crack UN assault
team known as MERLIN,  with the job of
flying the only operational example of the
AH-73M Thunderhawk.  the latest thing
in rotary wing technology. MERLIN's role
is to defuse crisis situations anywhere in
the world before they escalate into full
scale conflict.
The program starts with a lengthy car-

toon style animated intro using sampled
speech, which you'll probably watch once
and skip over on subsequent loadings.
Then after some stirring sampled music
accompanying the title screen you enter
the "Common Room". Here you can
choose to use the "simulator" to learn
how to fly Thunderhawk (yes folks, it's a
flight simulator simulatorlfi: view your
achievements to date: load/save details
of previously completed missions: or
enter the War Room or Briefing Room.
In the War Room you choose your cam-

paign from a selection covering Europe.
South America. Central  America, Middle
East. SE Asia. and Alaska. Each cam-
paign is subdivided into ten missions.
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details of which are
available in the
Briefing Room from
your commanding
officer. Unfor tun-
ately. each time you
die (Le. frequently!)
you have to reload
Your saved position
and repeat this
briefing procedure
before restarting
the mission. Even
using the skip facil-
ity provided it still
takes far too long -
It really needs a
complete bypass
option. And while
I'm nitpicking
here's another  nig-

gle - the program won't use two disk
drives, but annoyingly insists on swap-
ping disks on one drive,
Next you have to arm the helicopter with

appropriate weapons for the mission.
either selecting them yourself or via the
"Auto arm" option, which chooses them
for you. There's a wide choice including
unguided and infra-red, radar, and laser
guided missiles: various types of bombs:
a runway cratering system; and a radar
jamming pack - enough to cope with vir-
tually any situation. As you'd expect
Thu nderhawk has the latest in weapon
delivery systems, and a night vision sys-
tem for use on nocturnal  sorties.
Once in the cockpit you see the stan-

dard ''through the windscreen" 3D view,
with important flight and weapon deliv-
ery data projected onto a Head Up Dis-
play. The outside view is handled well,
with terrain depicting hills, roads, rivers.
lakes, etc. appropriate to the campaign
scenario. There are also bridges, air-
fields, factories, and other miscellaneous
structures, plus gunboats.  submarines.
and all manner  of other military hard-
ware - all of which explode and burn
when hit by your considerable firepower.
Below the windscreen is an instrument
panel. but it has no traditional flight In-
struments - only displays showing threat
warnings, weapons inventory, and dam-
age assessment.
In external view mode you can watch

yourself flying, with the viewpoint set to
arty desired angle and distance. You can
also view things from the target view-
point, or  even from the missile or bomb
as it's launched towards its target.
For me though,  it's the enemy aircraft

encountered which provide the real ex-
citement, These include (Soviet model)
helicopter gunships and jet fighters, the
animation of which is superb, being
smooth, lifelike, and often VERY fast!
Good shooting on your part results in
their rapid departure earthwards, trail ing
smoke and flames in spectacular man-
ner. Some missions also have you escort-
ing friendly Chinook transport helicop-
ters. and you can fly in formation with
them, or buzz around them as you per-
form your  aerial shepherding role. Great
fun!
Flight controls and weapon selection/

firing are all mouse controlled, and are
operated with just one hand.  It takes a
little practice, but soon becomes second
nature. It's just as well as you need a
hand free to operate keys to release radar
jamming chaff and flare decoys when
enemy missiles start coming at you. I did
find control a little oversensitive some-
times though,  particularly when landing.
I like my flight simulators to be based

on real life aircraft, so I was initially dis-
appointed to find that Thunderhawk and
many of its weapons systems are purely
fictional. I lowever. personal prejudice
was soon left behind,  as the program
superbly captures the essence of high
performance helicopter combat. As a
flight simulator it's not as sophisticated
as Gunship,  but it's got the edge in terms
of combat, It's also incredibly addictive -
it took great effort to tear myself away to
write this article! In fact, I 'm going back
to it right now!

•  S I GHT AND SOUND - excellent
graphics and good sound help make
this one of the most exciting flight com-
bat simulators currently available

•  GAMEPLAY ver y addictive. wi th
enough scope and challenge to ensure
lasting interest

•  VERDI CT - it's temfic: a treat for all
flight combat fans!

I  AH-73M THUNDERHAWK

Core Design
£29.99

Reviewed by
John S Davison
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style game. You mus t  develop a
colony into the perfect. world.  Un-

fortunately .  there arc aliens t hwart ing
y our every move. The game is mouse and
Icon driven,  enabling building,  spying.
fi nanc ing,  etc. Ut opia is quite diffi cult  to
unders tand at fi rst  and it  can be quite
hard to work  out  what  some of  the icons
mean,  but  there is a tutorial that  gives
you s tep-by-s tep ins t ruc t ions  and ex-
plains  all of  the menus.  It is worth doing
this  before t ry ing one of the real scena-
rios.
You mus t  bui ld liv ing quarters,  life sup-

port facilit ies,  mines  and laboratories,
not  to ment ion mil i t ary  buildings  and
food resources and dozens of  other st ruc-
tures to help your people not  only  sur-
vive, but  enjoy life as well.  You mus t
assign people fi rst  to bui lding and then
to work ing in the completed buildings .
To help you there are advisors: a senior

psychiat ris t  who deals wit h c rime and
morale;  a civil engineer who lists all your
buildings :  a supreme c ommander for the
mil i t ary  side of  things: the head of  re-
search who will report  on your latest in-
vent ions and ask for money all the t ime!
There is also a fi nanc ial consultant  who
wil l  tell you where all your money is
going (it's always being spent on some-
thing).  how lit t le of  it there is and what
y our income is (if  any!). And fi nally  there
is the colony adminis t rat or who reports
on ener*
,  
a n d  
f o o
d  
r e s
o u r
c e s
:  
h
o
w  
m
u
c
h

I  Title

Publisher:
Price:
Reviewer:

UTOPIA
Gremlin
£29.99
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was produced and
used in  the previous
month.
The aliens come in

many  dif ferent
shapes and sizes,
vary ing in each of  thc
ten scenarios. The
only way to get infi x
mat ion on t hem and
their city is through
spying, whic h is ex
pensive! No f unding
means no informa-
t ion whatsoever.  Giv-
ing up to 4.999 OR
(the local currency!)
to your spies only gets you low level sur-
veillance. 5,000 to 19.999 OR will equip
you wi t h  norrnal intelligence act ivity and
fairly  good informat ion.  I f  you are really
adventurous  (or just plain rich!) then
20.000 OR plus  will ensure that  there
will be special operat ives in use, giv ing
reliable and detailed inf ormat ion on a
regular basis. You can scroll t hrough the
graphically  presented reports  to decide
on your next plan of action.
Each race of  aliens has dif ferent equip-

ment  and methods  of attack and defence.
Some aliens have a mix t ure of  both air
and ground forces, but  are fairly  weak.
Others only  have ground forces but  they
are moderately  strong. There are even
some races whose ground and air forces
are inv is ible to radar.  To defend against

aliens you use miss ile launchers  or
laser turrets,  whic h you bui ld
around your city. The lasers are
fi red automat ically  (you may  aim
them if  you wish) but  you have to
launch the missiles manually ;  once
launched they will lock on to an
enemy (either ground or air) and
destroy them. Mil i t ary  yards pro-
duce tanks and ships wit h whic h to
attack the enemy city.
Tank  and aircraf t  movement  is

cont rolled by plac ing markers  on
the overhead map then direc t ing the
vehicles to the markers.  It can get
very f rus t rat ing mov ing markers

around in the middle of  battles as it
takes a fairly  long t ime, and usually  by
the t ime your tank  has reached the mar-
ker the enemy vehicle has moved and
you need to place another mark er else-
where.  Markers  placed on buildings
make the tank pat rol around the bui lding
whic h keeps It safer than i f  the tank  was

stat ionary on one side of  the building.
For the fi rst  few years you get grants

f rom Earth,  but  then it 's up to you to
raise your own money.  You do this  main-
ly by trade: selling your own goods and
also buy ing f rom other people. keeping
the goods and selling t hem later for a
profi t. There is also income f rom tax, but.
you have to be careful not  to put  the rate
too high or your colonists wil l begin com-
plaining.
If you f und your research and bui ld

enough laboratories  then your scientists
wil l invent  things  for you, beginning wit h
compressed fuel tanks  and space moss
converters, work ing their way up to mat -
ter t ransporters.  HDX  miss ile launchers.
hover tanks and land mines,  etc. You can
choose to give your scientists either a
c iv ilian or mil it ary  grant  but  remember to
fund t hem regularly  as they use money
up VERY fast.
A very detailed and varied game, switch-

ing between developing your colony.
fi ght ing off aliens and t ry ing to achieve
the ult imate objective of  mak ing your
people happy!  When the qualit y  of  life
reaches 80% then you are awarded a
medal and are probably  ready to t ry  the
next of  the 10 scenarios.

•  S I G HT &  SOUND - Excellent graphics.
Good mus ic  wit h a choice of  4 dt t lerent
soundtracks, or you can have FX
which are of  equally good quality

•  GAMEPI AY  • Very good arta,fairty
addict ive. A well designed mouse/  icon
Interface makes it very easy to operate

•  VERDI CT - A bril l iant  game, i f  you are
a Sim-city or Populous fan it is  definite-
ly wort h buy ing
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Disappointed
that Neochrome
has been with-
drawn? Well,
now there's an
alternative

I
n  
t
h
e
i
r  
r
e
c
e
n
t  
t
e
l
e
v
i
s
i
o
n  
a
d
v
e
r
t
i
s
i
n
g

Atari have been keen to emphasise
the creat iv ity  applicat ions of  ST

comput ing.  Wit h the ris ing popularit y  of
dedicated games consoles and the unde-
niable success of  that machine f rom
Atari's  long-t ime rival,  it 's  hardly  surpris -
ing that Atari have sought  a new market -
ing angle (though perhaps  unus ual that
they've taken any act ion at  all!).
The pre-Chris t mas  ad's drew at tent ion

to the educat ional,  mus ical and graphical
capabilit ies  of  ST machines  - 'computers
that  are real things.  not  play thingsr.
I ronically  the campaign coinc ided wit h
Atari's  decis ion to crack down on librar-
ies who were stock ing certain programs
they thought  were PD, but  were technic-
ally  not. The result  was that  some
creat iv ity applicat ions  could no longer be
obtained!  One of  the affected programs
was  Neochrome.  one of  two long-estab-
lished 's tandards ' in the world of  ST art.
It would seem that  the earliest  version of
Neochrome is officially classified Public
Domain,  but  the later releases are not.
The good news is that  a new art  package
was recent ly added to the Page 6 Library .
Time to check it  out !

STEP FORWARD
RENOIR!

The disk  is appropriately  named
ARTI ST' S TOOLBOX and as well as the
central program there are some bonus
files too. For starters there's a demo of
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XS FX/DARTISTE two excellent dr awing progrums in one

Elect ronic  Arts' DELUXE PAINT (version
I l l s  now conunerc ially  available). All the
basic drawing funct ions appear to work
and alt hough you can't  save any pic-
tures, the demo provides an ideal oppor-
tunit y  to ' t ry  before you buy'.  However,
before you empty  your wallet  on a full-
priced package, be sure to check out  the
main contents of  this disk: XS FX/ D' AR-
TI STE is a drawing program wit h a
plethora of  useful features, I t  wil l run on
all STs wit h a min imum one megabyte
RAM and great news  for STE owners  is
that  it 's been designed to ut ilise the addi-
t ional colours available - a total of  4096
in all.  I f  you have GDOS, you can opt ion-
ally  ins tall this  wit h D' A I MSTE and add
text to your pic tures us ing the fonts sup-
plied on disk.
XS FX/ D'ARFI STE is div ided into two

logical components,  each connected by a
c ommon menu system - hence the
strange tit le. The D'ARTI STE part  pro-
vides the basic paint ing funct ions to
assist your creat iv ity whils t  XS FX is a
collect ion of special effects that  you can
apply to exist ing pictures. The aut hor
originally  intended to write a tool t hat
would save pic tures  for inc lus ion in his
own programs and the fi le opt ions reikTt
this  key funct ionality_ As well as the abil-
ity to load and save graphics  in
Neochrome or Degas format,  the program

has facilit ies to c lip sections of a pic ture
and save t hem to disk  as a *Put' or a
'Sprite'.  All you do is mark  out  the re-
quired area. Puts  and Sprites  can be im-
ported back into other pictures.  the dif-
ference being that  Sprites have an asso-
ciated mask  fi le that  prevents the back-
ground detail being obliterated.  The
documentat ion fi le explains everything
you need to k now and inc ludes  an exam-
ple sect ion of  code which GFA Basic
programmers  can use to read c lipped
art work  back into their own programs.
Alt hough most  of  D'Art iste's func t ions

arc invoked by point ing at icons, several
keys mus t  be used in conjunc t ion wit h
selected items.
The space bar is generally  used to dis-
play a palet te f rom which y011 can choose
the required colour.  Undo enables you to
abandon the last act ion you took  and
Return is used to toggle certain features.
The M key takes you into mult i-coloured
drawing mode whils t  the number keys
perform a s iz ing func t ion for many  of  the
tools available - when drawing f reehand
for example,  they change the size of  the
'brush'.  For detailed adjus tments  to the
Image you can switch into Pixel magnifi -
cat ion mode.  As you'd expect there are
tools to draw lines (either one-of f  or in-
crementally).  fi ll areas wit h blocks of col-
our,  draw fi lled or out line boxes, create



circles and ellipses, and splat ter the
screen wit h an air brush effect. Less
c ommon ut il it ies  enable you to plot He-
zier Curves and animat e sprites sets.
Depending on the memory  confi gurat ion

of  your machine,  you're allowed either
two or five s imult aneous  buffers (or work
areas) in whic h to exercise your art is t ic
talents.  Some of  the opt ions on the X8 /
FX  menu therefore allow you to switch
between buf fers and copy pic tures f rom
one buf fer to another.  Wit h a swif t  c lick
you can fl ip the current  pic ture about  its
horizontal or vert ical axis. Wit h s imilar
ease you can mess around wit h the size
of  the image - it  can be halved or doubled
along both or either axis. The luminos it y
of  a pic ture can be modifi ed globally  by
adding or subt rac t ing measures of  the
red, green and blue colour components.
If you want  to produce some really
s t range pictures,  check out  the unique
range of  special effects! The consequ-
ences of  Negate, Crystallise.  Mosaic,
Stain,  Fros t  Up and Smear almost  speak
for themselves. For a fi nishing touch you
can animate your masterpiece by cycling
t hough a specified range of colours or
us ing limited page fl ipping techniques.
Ignoring all the non-essent ial bells  and

whist les,  the quest ion is whet her or not
D'Art is te is an adequate alternat ive to
Neochrome 0,9, A quick  comparison pro-
vides the answer - yes! Alt hough it  may
be argued t hat  Neochrome Is a lit t le
easier to use, you wil l  soon become
accustomed to the D'Art is te interface.
D'Art is te seems to offer the average user
all the drawing tools he's ever likely  to
need, not  to ment ion lots of  others he
probably  hasn't  t hought  ofl
If art is t ic  talent  isn't  something you

writ e in a prominent  place on your CV,
it 's useful to k now that  the public  do-
main is chock full of  ready-made pic tures
whic h you can modify,  copy, use to pro-
voke inspirat ion or s imply  look at. There
are far too many  disks to ment ion here
and you're advised to consult  the l ibrary
catalogues for the relevant  descript ions.
The subjects range f rom wild flowers.
animals  and cars to sci-fi  and pin-up
girls. Take your pick!

THE LIGHT
SYNTH

All this  creat ive act iv ity may seem
rat her an unnecessary exert ion, so why
not t urn down the lights, t urn up the
mus ic  and relax. Time for a session of
COLOURSPACE.  Jef f  Minter's  famous
'light  synth' s tarted life as Psychedelia on
the C64 and was then enhanced and
released as Colourspace on the 8-bit
Atari,  The ST version has been f urt her
developed into a package called Trip-a-
Trol l  and Jef f  has devised the ideal
advert isement  for this  produc t  - by re--

launc hing Colourspace as Shareware.
Alt hough a small amount  of  documenta-
t ion is inc luded,  i f  you offi cially  register
wit h Llamasof t  (for the af fordable s um of
five pounds) they 'll prov ide you wit h a
proper manual  and a wallet  to keep it
safe. Nat urally  Llamasof t  hope you'll
enjoy Colourspace so muc h you' ll decide
to splash out  £20 on Trip-a-Tron!
Incidentally ,  the defi nit ion of  a light

synthesizer is that  it 's an ins t rument
whic h produces dynamic  pat terns and
colour sequences under the cont rol of  the
operator.  I t 's generally  used wit h mus ical
ac c ompaniment  The basic ins t ruc t ions
are pret ty  s t raight forward:  The fi rst  t hing
you're asked to do Is make a cup of tea. I
guess Coffee would probably  do but  it
does specify tea in the documentat ion!
The next  step is to set up your favourite
mus ic  in the background.  and t urn down
the light ing.  Boot  up Colourspace.  pick
up the mouse and wiggle it  around on
y our desk. Watch what  happens,  wiggle
it  some more,  and don't  forget to sip the
tea before it  gets cold!
Colourspace is all about  pat terns and

colours. You can press various keys for
dif ferent  effects - such as changing the
symmet ry  or pat tern shapes. There are
twenty  preset modes available when you
load up the system, but  you can easily
change them.  You can design your own
pat tern shapes, s tarfi eld effects and
palette selections and assign t hem to
preset 'slots'. You can record mouse
movements  and play t hem back later.
There are many  other features which
aren't  ment ioned in the brief  notes pro-
vided so the best strategy is to experi-
ment  - jus t  press all the keys and see
what  happens! Reviewintz, Cololirspace is

COLOURSPACE -

Je ff Minter's tot-
ally unique crea-
tion that has yet
to be copied -
now available as
Shareware

no easy task - it 's  a program that  you
experience rather than talk  about]  You' ll
either love it  or loathe it. J .M.  is to be
congratulated on his  perseverance in
Shareware market ing,  an exercise he
says has proved very successful. Keep
'em coming Jeff!

CAT 'N' MOUSE
Now for something that 's a bit  dif ferent  -

a disk that 's  completely  useless! Well,  not
exactly, TO M & J ERRY is a bri l l iant  ani-
mated sequence quite unlike those you
may have seen before. All you have to do
Is sit  back and watch over ninety  seconds
of cartoon ant ics wit h the famous duo up
to their usual v iolent  tricks. The superbly
animated graphics  are accompanied by
lots of  digit ised mus ic  and speech and
the whole things  fi ts together into a short
story, jus t  like a TV cartoon. The qualit y
is incredible,  The programs were appa-
rent ly  writ t en in STOS, t hough you prob-
ably won't  believe it 's t rue when you see
the demo!

Well,  that 's  all folks (sorry, it  had to be
said!), Nex t  issue's topic has yet to be
decided so i f  you have any comments  or
thoughts  on PD mat ters ,  why  not  drop
me a line at the Page 6 address. Don' t
miss  that  Tom and Jerry  demo, it 's  really
good!

HOW TO GET THEM
All of the disks featured in PD World are available from the PAGE 6 ST library. Each has a
unique reference code which you should use when ordering or making enquiries. Please
contact PAGE 6 if  you don't have a copy of their Accessory Shop leaflets and check the
system requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of
disk names and contents is available from the library, priced at El. The disks referred to
in this article are:

ST547 CO L O URS P A CE
ST573 TO M & J E RRY
ST576 ARTI ST'S  TO O LBO X

SO a.. T ILL
NEXT T IME

Prices for  standar d disks are £2.95 each or  1'2.50 each for  ten or  more.
Write to PAGE 6, P.O.  Box  54, Stafford.  ST16  1DR

Tel ephone 0785 213928 or  FAX 0785 54355 wi th credi t car d orders
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N o w  here is a thing,  only
three months  af ter the
event, the game! I t  is t ra-

dit ional in rev iewing sports
s imulat ions  to give a brief  expla-
nat ion of  the game in quest ion.
but  following the feast of  Rugby
that  was served up in the Au-
t umn  wit h all the associated
fever of England in the fi nals
most people mus t  have some
Idea. Nevertheless it  seems that
Domark  in their at tempt  to pro-
duce a s imulat ion have man-
aged to miss  some of  the games
l iner points, such as the dif fer-
ence between a maul  and a
scrum. I  shall expand on these lit t le ano-
malies  later but ,  as an int roduc t ion,  let it
suffice to say that  Rugby  is a game of
hand and football in which one team
at tempts  to progress the ball up a fi eld of
play while the other side does its best to
ma im the carrier.  I t  was once taught  in
many  secondary schools and the Welsh
were meant  to be very good at it.
The game takes most  of  these precepts

on board and even inc ludes a sensible
booklet  explaining the basic tenets of  the
game. The ins t ruc t ions  at tempt  to point
out  that  there is a defi nite hierarchy  in
whic h some teams, namely  the Home
countries,  New Zealand.  Aus t ralia and
France are meant  to be bet ter than every-
one else. (it  seems no-one told this  to
Western Samoa though!).  The game is
packaged very at t ract ively  in a mult i-col-
oured box and the accompany ing disk is
packed wit h what  amounts  to a very good
game.
Some long t ime readers may well re-

member the Advanced Rugby  League
s imulat or and be worried that  s imi lar
problems wil l  arise but  it  cheers me to
say this  is not  the case. This  game is very
s imi lar to Kick  Of f  in style, wit h a lit t le
grid  to allow v iewing of the player's  place-
ments  on the pitch and the opt ion to
cycle cont rol to various  defenders. I t  is a
game that  is ext remely  rough on joys-
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THE WORLD CUP

t icks since it  necessitates a great deal of
wris t  wiggling to enable such basics as
Sc rums  and line outs  to take place.
Basically  the team who can wiggle the
fastest wi l l  gain possession of  the ball.
Rather cannily  the indiv idual teams

seem to have been programmed wit h a
base s t rength in sc rimmage and it
seemed that  when us ing Scot land
against  Japan a great deal less effort was
needed to overcome their pack than was
necessary for the pack to win than when
play ing Aust ralia.  Indeed wit h a compu-
ter cont rolled Aus t ralia the Sc rum be-
came a point less exercise that  was a fore-
gone loss. This  is where the game fell
down slight ly.  s ince the computer tactics
did not  reflect actuality .  The machine
had the sense to realise that  any form of
tackle reverted to the set scrum,  hence it
was most  rewarding for the at tacker to
boot an up and under,  set up a s c rum
and let the sc rum half  repeat this  t rick
on a win.  This  tact ic meant  that  the
oppos it ion never obtained the chance of
offensive play and severely limited the
s wil l  passing teams' advantages.
This  major grumble aside, the graphics

and effects are most  pleas ing and add to
a very s t rong realisat ion of the game. The
players t roop on and off  the field in an
ordered manner and even wear their
proper costumes, in fact I was so im-
pressed wit h the authent ic it y  of the
teams that  I was most  disappointed that
the All Blacks did not  perform t heir Haka
dance to start!  The act ion is very smooth
and, as stated earlier,  is comparable to
the best parts  of  the Kick Off soccer
game. I t  seemed sad that  some persona-
lis ing of  the players had not  been man-
aged, s ince their numbers  are shown
fairly  well,  and t hus  any potent ial ident i-
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fi cation has to be numeric
rat her than t itular.
All the compet ing nat ions  seem

to have been entered in to the
game which allows either for
world cup replays or for one of f
"pract ice" matches. There is
also the facility for players to
take one count ry  each and play
the game head to head thus
mak ing it  an interes t ing project
for those c lubs  which found
Kick Of f  leagues so entertain-
ing. I was  disappointed that
there were no stat funct ions for
a series, thereby allowing the
player to see who k icked most

penalt ies and scored most  points  etc, but
again this  is a minor  grumble.
The one thing a player must  be equip-

ped wit h for this  game is a s t rong wris t
and a very robust  joystick. Not  since the
Daley Thompson Decathlon days have I
had to wiggle so hard and so fast that  my
fi ngers blistered. Overall this  is a game
that  presents a challenge to the indi-
v idual,  both mental and physical.  As ide
f rom one or two boobs the game is well
represented and at least in the early
stages allows  for some measure of  suc-
cess against  the ST. I ac tually  got Scot-
land to the quarter fi nals and the Aussies
to the Semis.
i f  you are an armc hair sports fan this  is

well worth invest igat ing especially if  you
have a cast iron joystick.

•  GAMEPLAY - Past and furious, good
responses f rom the stick hut the ten-
dency to wear out the wrist ,  some-
t imes f rust rat ing

•  S I G HT AND SOUND L o a d i n g  and
spot effects are strong the sprites large
and smooth, every thing a sports sirn
needs

•  OVERALL - Look this over, not a bad
!..tatnt• at at?
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A ne w  planet! And I have been

chosen as one of the four who
can vie for the right to be the god

of this nev.
, 
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r un through nine Epochs. in each of
which I must gain control of three is-
lands. These first ones are called Aloha.
Bazooka and Cilia and I have been allo-
cated 100 men with which to conquer
them all.
I send 30 of them to Aloha to start the

action. This is a small island - only two
sectors - it's just me against Oberon.
Things are pretty primitive around here -
95005C! Lots of wood lying around -
must leave plenty of people in the tower
to breed and gather materials. Let's see if
they have any ideas about what to invent
- ah! yes. my guys are ready to start
thinking about how to design rocks or
catapults for offence or sticks or spears
for defence.
Thi nk I'll try aggression first - let's go

straight for the catapult design: three of
you guys start working on it. Oh dear!
that's going to take 33 cycles to complete
- I doubt it' my enemy will let me hang
around that long. I'll put another  five on
to it and then allocate any new men that
we breed. Right,  now speed up time to
9-times normal to see how it develops.
Great - in only a couple of minutes I have
got another  10 men so there are 15 work-
ing on the design now - they'll be ready in
four cycles!
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S I M U L AT I O N

Right 5 2  men now
- arm them all with
catapults and attack
Oberon before he is
ready - he doesn't
seem to have set up
any defence yet! My
men are milling
madly around his
tower - POW! We've
won!
Much later 7 t h

Epoch - Utopia - this
"Island' is in two
parts - one sector by
Itself and four others
Joined in the north.
Ill put 40 men on the lone sector while
the cunning,  deadly Madcap and the vin-
dictive, unpredictable Caesar are decid-
ing what to do, 1915AD - well  need some
more modern weaponry! My guys have no
Ideas; there are no materials unti l  we
build a mine: no designing unti l  we bui ld
a lab: and no manufactur ing unti l  we
build a factory! Better start with the mine
• 10 men plus any we breed. Right that
only took a few cycles - they have disco-
vered Yeridium, Moron.  and Alien (what
strange elements!) - design requirements
can change so I had better allocate hal f a
dozen men to each mine plus another
half a dozen to build a lab.
Well, they've built the lab, but still ha-

ven't mined enough materials to get any
Ideas. Madcap and Caesar have
already got factories as well.
Caesar's even had enough spare
men to bui ld a tower in another  sec-
tor - wonder  how they are getting on
at designing weapons? They only
have to advance a little in order to
start designing nuclear weapons!
Ah, my guys have got some ideas -
SDI Lasers for defence or Flying
Saucers for offence - better get the
SDI ready in case of nuclear attack:
stop mining unti l  they design it and
decide what they need - all the
spare men into designing and build-
ing a factory. Seven cycles to finish

the design, two to bui ld the factory - I
need more men!
Right, the factory is ready - all you bui l -

ders can go and help the thinkers! Hur -
rah - I have a design: 1.5 Moron + 3.5
Alien for each laser. And I have developed
up to 1945! Right split the men up -
laser-building, mining and designing

Saucers. Hey, Caesar wants an alliance -
well, why not - It will give me time to
design a Saucer to blow him up!
The first laser is ready - quick install it.

Great the lab's designed a Saucer! - we're
up to 1980.
B 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 M !  Madcap
just got nuked! Uh oh! My alliance is
over! Good job I got the SDI's ready - four
of them in place now. Just me and
Caesar left - he has two sectors up to
1980 and another  just starting.
120 men bui lding Saucers! Ye000wl He's

Just launched a nuke attack • three of my
SDIs down. Bui ld those Saucers - check
the design - yikes - it needs Yeridium as
well - I haven't been mining that - 4
Saucers built - ready to launch. Help -
under  attack from jets - only two though
- get the Saucers in the air - jets des-
troyed - 6 more Saucers ready - send all
10 to Caesar's first tower - POW! - sector
conquered! - these Flying Saucers are
pretty hot - now on to the next of
Ceasar's sectors.
N 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 !

Another  Nuke attack! - [ haven't got
enough SDI Lasers! - I haven't got any
other sectors! - I 'm DEAD!

•  S I G HT &  SOUND - Bril l iant  graphics
and superb speech - dozens of  arnaz•
ing voices telling you what 's  going on
and act ing as the enemy

•  GAMEPLAY - Mouse-driven strategy
game s upe r b  help facilit ies v e r y
easy to pkal.  VERY addict ive

•  VERDI CT-  One of  the best deity-s imu-
lators! Defi nitely  wort h buy ing!
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EDUCATION

FOUR TiMES THE I
M a t c h  t h e  t o o  p i c t u r e

T h e  Fun School 2 and 3 series of
educat ional programs  are clas-
sics of  their type and have now

sold a s taggering 300,000 copies in total!
They've now been joined by Fun School
4. whic h like the prev ious releases con-
sists of  three separate packages, each
one aimed at a dif ferent  age group. These
are the Under 5's: 5-7 year olds: and
7-11 year olds. As before each package
contains  several dif ferent  programs.  each
intended to exercise a part ic ular set of
skills  and as wit h most  recent educat ion-
al sof tware they've been designed wit h
the Nat ional Cur r ic u lum in mind.
Each package contains  one double sided

disk, but  a s ingle sided version is avail-
able direct  f rom Europress  if  required.
The programs run on any ST(E) in
med ium resolut ion colour.  The accom-
pany ing ins t ruc t ion booklet  is well pre
sented. alt hough it  proved less than
helpful in some areas. This  booklet  also
weaves a lit t le story around the "theme
character",  whic h links  to the program's
act iv it ies - a great idea as it  gives added
"purpose" to the exercises. A special pa-
rents / teachers  sect ion describes each
program's  aims, and how it relates to the
Nat ional Curr ic ulum.
As wit h prev ious releases all the prog-

rams  are writ t en in STOS and exhibit  the
bold, colourful graphics  we've come to
expect f rom the Fun School series.
They're easy to operate too, mos t  us ing
jus t  the Spacebar and Ret urn key or
occasionally  the mouse and/ or  cursor
keys. Sound is also well handled,  wit h
mult ic hannel mus ic  and effects used tas-
tefully  and wit h commendable rest raint .
In each ease the disk  autoboots  into an
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a mu s in g ly  a n ima t e d
startup screen
whic h leads into an
attract ive graphical
menu.  There are
furt her amus ing
ant ics when chang-
ing diffi culty  levels
or quit t ing a prog-
ram,  all helping give
the programs  a
slick, profess ional
presentat ion.  Let 's
take a detailed look
at each of  the
packages.

UNDER 5 ' S
This  one covers basic keyboard skills:

s imple reading vocabulary:  basic  numer-
ical skills: experimentat ion wit h shapes
and colours  and even some mus ical act i-
vities. I t  uses Teddy as the theme charac-
ter (as in Fun School 2 and 3) wit h 'Ted-
dy's Busy  Day" as the scenario for the
story.

A D D I T I O N  - Teddy's at his  nursery
school. Teacher shows pic tures of  objects
on the board,  and at Level 1 you have to
help Teddy count  them. At Level 2 the
objects are split  into two groups wit h
numerals  displayed against  them,  whic h
have to be added together.  Level 3 is
s imilar,  but  uses only  numerals .  Each
correct answer allows one of the class out
into the playground:  a wrong one triggers
a prompt  for a bigger or smaller value
answer,  as appropriate.

T E D D Y  P A I N T  - af ter play t ime
Teacher wants  the bears to do some
paint ing.  This  program lets you paint  on
the screen wit h the mouse, us ing
brushes of  various shapes and sizes and
in a variety of  colours. You can also place
ready painted objects in your pic ture
us ing the themes of  beach. count ry ,  or
playground,  or even use them as a
"brush" and paint  copies of the object all
over y our picture.  The speed this  works
at is impressive!  Colours  can be changed
manual ly  or automat ically  rotated as you
draw,  quick ly  produc ing dif ferent  col-

oured object images. Pic tures can he
saved and reloaded t o/ f rom disk, and
there's even a screen print  facility
alt hough I couldn' t  get this  to work  on
my  Star SO-10. Unf ort unat ely  this  prog-
ram isn't  very intuit ive as func t ions  are
chosen by key depress ion - not  f rom a
menu.

F U N  T R A I N  a l t e r  lunch Teddy's
mu m takes him to the fun fair,  where he
rides on the Fun Train.  This  pulls  a car-
riage wit h a pic ture on its side, and each
t ime it  appears it  has a dif ferent  pic ture.
You have to match the pic ture wit h
another elsewhere on the screen. Level 2
replaces some of  the pic tures wit h words.
while at Level 3 a pic ture has to be
matched wit h its corresponding word.

T E D D Y ' S  H O U S E  - when Teddy
and his  mum get home they fi nd the
house painters  have arrived. They've for-
gotten which colours to use, so you have
to help them.  Level 1 asks you to choose
a colour for a part icular part  of  the
house; Level 2 asks what  colour a part i-
cular part  has already been painted:  and
Level 3 asks you to paint  a given part  of
the house a part ic ular colour.  When
complete the painters  drive away in their
van - somet imes wit h an unexpectedly
amus ing result !

T E D D Y ' S  K A R A O K E  - later on
Teddy goes to his  f riend's  birthday  party,
where he helps operate the Karaoke
machine.  Select a nursery  rhyme and the
machine plays it  accompanied by
fl ashing disco lights. I t  also displays the
words,  complete wit h lit t le ball bounc ing
along over them to help you s ing along in
t ime( On Level 2 you cont rol the playback
of  each song by t apping out  its rhy t hm
on the Spacebar. At  Level 3 the mus ic
plays normally ,  but  stops at certain
words  and waits  for you to key in its
init ial letter.

T E D D Y ' S  B O O K S  - it's bedtime,
and Teddy has several f riends staying
wit h him.  His  dad is reading bedt ime
stories f rom a book taken f rom Teddy's
bookshelf, leav ing a gap where it  came
from. The books on the shelf  are num-
bered, and you have to indicate which
one is miss ing by press ing the appropri-
ate numeric  key. Level 2 is s imilar,  ex-
cept t he books aren't  in numeric al order.
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PLAYS AROUND
WITH THE FOLKS
IN FUN SCHOOL 4

On Levels 3 and 4 there are several
books miss ing and you have to guess
whic h one's current ly  being read. I f
wrong,  you're prompted to t ry  a bigger or
smaller number as appropriate.  Each
correct answer causes one of  the bears to
fall asleep, the level ending when all are
asleep.

S u m m a r y  - a delight ful collect ion of
programs  whic h can't  fail to capt ivate its
intended audience. However.  complet ing
certain higher levels might  be quite chal-
lenging for some young children.
alt hough wit h adequate superv is ion this
shouldn' t  be too muc h of  a problem.

5 TO 7
YEAR OLDS

This  package helps children learn about
the alphabet :  develop an unders t anding
of  alphabet ic  and numeric  sequences;
learn about  money:  t ry  out  t heir arit hme-
tic sk ills :  improve their vocabulary:  and
develop keyboard skills_ Theme character
is Freddy  Frog (f rom Fun School 2 and 3)
and the story scenario is "Freddy  Frog's
Busy Week".

L I B R A R Y  o n  Monday  Freddy goes
to the library  to change his  library  hook
and ends up sort ing books into alphabe-
t ical order - wi t h your help. Various
levels have you sort ing books based on
the init ial let ter of their t it le: on one
whole word:  on the whole t it le; and on
author's  name.  Book t it les and authors '
names can be customised if  required.
This  program exercises a sk ill that 's  often

-
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ignored,  and again can be challenging at
higher levels.

B A S K E T B A L L  - Tuesday sees
Freddy in the Sequences Basketball
team. You have to help h im score points
by deduc ing the miss ing item f rom a
sequence of  numbers  or letters displayed
on cards  held up by the spectators. A
right  answer helps Freddy shoot the ball
into the basket, whi le a wrong one
causes h im to miss the shot and a hint  to
be displayed. There are four levels of in-
creasing diffi culty,  and again at higher
levels the problems can be quite tax ing
for younger children.

S H O P K E E P E R  - on Wednesday
Freddy goes shopping at the supermar-
ket, and you have to help him.  In Level I
you have to pick  out  a coin whic h wil l
buy  a certain item displayed in the win-
dow. In Level 2 you may  have to select
more than one coin to pay for an item. In
higher levels Freddy fi nds himself  stand-
ing in for the shopkeeper.  and needs help
work ing out  how muc h each cus tomer
has spent and their correct change. Cuis-

EDUCATION

tomers  buy  up to
three I tems and
pay wit h a hand-
ful of  coins, so it
can be quite diffi -
cult  to calculate
the change re-
quired.  Change
has to be given
us ing the mini-
mu m number of
coins, alt hough
the ins t ruc t ions
don' t  tell you this.
L O G  C A B IN
- on Thursday
Freddy's wife
drags h im off to
fi nish the work  on
their holiday  log
cabin.  You have
to help Freddy  fit
logs into spaces
in the wall to
complete it. Each
space contains  an
arit hmet ic  prob-
lem, and you
have to fi nd the
log inscribed wit h
the matching
answer.  Fi l l  all
the spaces and
Mrs. Frog (love

that  lipst ick!) and Froggle Junior join
Freddy in a celebratory dance. Again
there are four levels of increasing diffi cul-
ty. covering addit ion,  subt rac t ion.  mul t i -
plicat ion and div is ion problems.

O P P O S I T E S  - Friday  sees the Frog
family  v is it ing a lily  pond for a swim.
Unfortunately  the pond's  owner appears
and demands  Freddy answers  quest ions
on "opposites" before his  wife is allowed
to use the div ing board.  You have to
make Freddy jump onto the lily  pad dis-
play ing the correct  answer us ing the cur-
sor keys. There are six diffi culty  levels,
the higher ones needing mult iple
answers so that  Freddy 's  wife AND her
f riends can go div ing. Their ant ics will
have the k ids roll ing around wit h
laughterl

T Y P I N G  - Did you k now that  the
Nat ional Cur r ic u lum suggests that  by the
age of  seven children should be able to
perform elementary  computer based
tasks inc luding s imple word processing?

CONTINUED ri
-
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This  means  acquiring keyboard sk ills
along the way, hence the need for prog-
rains  like this  one Freddy 's  fi nal task is
to avoid being caught  by a rather s t range
look ing crocodile - by  correct ly complet -
ing his t yping exercises! You have to op-
erate the keyboard for him through five
diffi culty  levels, ranging f rom exploratory
pecks at s ingle letters t hrough to enter-
ing complete sentences displayed on the
screen. Correc t  ent ries  keep Freddy well
c lear of those snapping jaws!

S u m m a r y  - some problems  are quite
taxing.  e,g, arit hmet ic  requiring the 12
t imes table, and "opposites" requir ing a
grasp of  quite wide-ranging concepts.
Alt hough its target age range is 5-7
years, in  pract ice it 's probably  broader
than this,  poss ibly  up to 9 years, It 's a
sure lire hit  wit h the the k ids  though!

7 TO 11
YEAR OLDS

Here's another six programs.  inc luding
topics of maths, geography,  his tory.  and
general knowledge.  Theme character is
Agent Q (or Sammy  the Spy to his
friends), who seems to have replaced
Robbie the Robot f rom the prev ious Fun
School programs  for this  age group.  Story
scenario is called "Q's Tricky  Mission".
whic h involves Sammy  following the t rail
of a double agent who's stolen the
anc ient  riches of  King Raram and some
Important  documents ,  To make progress
he has to answer quest ions - wit h your
help, of  course!

P R O P O R T I O N S  - this  contains
t h ree  s eparat e  tes ts  on  p ro p o r t io n s ,
us ing various quant it ies  of  objects f rom a
total of  10, 20,  and 30. Answers  may  be
In f ract ional,  dec imal,  or percentage
terms, Successful complet ion results  in a
secret message being revealed.

S P Y  Q U I Z  - Sammy  has to collect
another secret message f rom a house
surrounded by a high wall.  To scale the
wall he has  to answer general knowledge
quest ions on English.  maths ,  and scien-
ce. some of which are quite diffi cult  even
for adults!  Each correct  answer allows
h im to c l imb higher,  but  a wrong answer
causes a guard to drop a plant  pot on his
head whic h knocks  him back to the bot-
tom again.  Sammy  has to c limb the wall
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t hrough four levels of increasing diffi cul-
ty before fi nally  receiving the secret
message.

E X C H A N GE  R A TE S  - the trail
leads Sammy  abroad,  and he needs to
buy  equipment  at the airport  before de-
part ing.  To get it  he has to answer ques-
t ions on currency  exchange rates be-
tween Pounds,  Francs,  Deutschemarks ,
Pesetas, and Lire,  and correct  answers
c am h im money  for buy ing equipment .
Three levels cover various types of con-
versions, the higher ones involv ing com-
paring prices in dif ferent  currencies,  This
Is quite diffi cult ,  so you're allowed to use
an onscreen calculator up to five t imes to
help you. Anot her secret message is re-
vealed when you've completed all levels.

T I M E T A B L E  - Sammy  asks you
quest ions about  fl ight  departures,  des-
t inat ions,  and arrivals,  answered by con-
sult ing the airport 's  fl ight  t imetable.
There are four levels, the higher of which
have you calculat ing arrival t imes  based
on depart ure t ime plus fl ight  t ime,  and
departure t imes f rom scheduled t ime
plus  t ime ahead of  or behind schedule.
Complet ing a level t riggers an amus ing
animated sequence showing Sammy
boarding his plane and depart ing.

SPY TR A V E LS  - my favourite
program,  in whic h you help Sammy  navi-
gate to secret dest inat ions.  Six  levels in-
volve s teering planes. a boat, hot  air bal-
loon. helicopter,  and s ubmarine across a
world map via various oceans, countries,
cities, rivers, and other important  places
In response to messages flashed to you.
None of  the places are marked or named
on the map,  so i f  you don't  know where
they are you have to fi nd out  by ex-
periment ing.  Wrong answers result  in
direc t ional clues which you use to locate
the required dest inat ion.

D E S E R T  D A TE S  - Sammy has
to answer quest ions about  famous  his-
torical events, by  s t rik ing appropriately
dated bricks  in the magical Py ramids  of
His torichuck  wit h a large mallet !  A wrong
answer causes the mallet  to break, and
you only  have five mallets.  A correct
answer causes the brick  to move aside
revealing a treasure. Get  Sammy  through
four levels and he' ll l ind the riches of
King Raram and fi nally  complete his  mis-
sion. Four levels require increas ingly
accurate answers,  in centuries,  decades,
and fi nally  the exact year an event
occurred.

S u m m a r y  - anot her great collect ion of
programs to challenge young minds  - or
even adult  minds  in some topics! My  only
disappointment  is that  the secret mes-
sages collected along the way aren't
actually  used for anything,  they 're there
to support  the writ t en scenario rather
than the act ion in the programs.

OVERALL
CONCLUSIONS
There's muc h to praise and lit t le to crit i-

cise in these packages. Minor  niggles in-
c lude inconsistency in mov ing between
diffi culty  levels - some programs  do it
automat ically ,  whi le others need manual
action. Also, the controls  for some prog-
rams  aren't  as s imple as they could be-
Teddy  Paint  being the wors t  offender. In-
s t ruct ions for some programs could be
c learer too, Teddy  Paint  again needing
at tent ion.
The problems presented in Fun School 4

are not iceably  more tax ing than in the
earlier packages. I suspect  this  is inten-
t ional.  probably  in response to feedback
f rom teachers and parents  ask ing for
something more challenging.  It 's no bad
thing,  except less able k ids may  need
addit ional help and superv is ion.  Howev-
er, the programs  do usually  provide ex-
cellent  prompts ,  hints ,  clues. etc.. on re-
ceiv ing wrong answers, and most  prov ide
the answer af ter several wrong at tempts.
The programs exhibit  the same superb

qualit y  as their predecessors, so t heir
success is assured.  They 're easy to use,
have excellent  graphics  and an imr• '  -
% r t ,use both internal and sampled sounds
effectively (but  sparingly!),  and cover re-
levant educat ional topics. But  above all
they're ENTERTAINING and great  FUN to
use, so c hildren will really  enjoy us ing
them.  I f  you're shopping for educat ional
software, do your k ids a big favour and
buy  Fun School 4. and don't  be surprised
if  they won't  stop us ing them!
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teres t ing piece of  Science Fic t ion
gaming here. They have taken the

s tart ing locat ion as New York in the year
2067 and port rayed yet another dismal
vers ion of  the Cy berpunk  age. Man,  it
assumes, has  managed to live up to all of
Greenpeace's dire warnings  and has used
up all that  Mot her Nature has to give and
polluted Her unto near death. Therefore
the government  started a meritoc rat ic
evacuat ion whic h left a great deal of  the
populat ion scratching about  t ry ing to
make a liv ing on the planet.  I n order to
maint ain cont rol they left behind a core
of  police keeping robots who they named
Wolverines.  I t  was these machine's  duty
to maint a in peace and good order.
Sadly  they could not  cont rol the v iolent

side of  the human wit hout  break ing the
prime direct ive, so beloved of  Asimov.
and thus  started the heady road to ex-
t inc t ion.  Then jus t  as the robots exist-
ence seemed to be at  an all t ime low new
alien c reature robots came to deplete
whatever was left of  the Earth's  resour-
ces and so upset  the Earth robots that  a
war  ensued. The player's role is that  of
the las t  Wolverine,  in some state of  ex-
t reme dis repair t ry ing to save the world.
The game starts wit h a s t rong sound-

t rack  rock ing the machine and some
quite effective graphics  showing the
mac hine that  Is to be controlled.  I t  bears
an unc anny  resemblance to the rogue
police robot  f rom Robo Cop, but  leaving
such feelings of  plagiarism aside I press-

I  Title

Publisher:
Price:
Reviewer:

ROBOZONE
Image Works
£25.99
Damon Howarth

A R C A D E

ed the joyst ick lire
but t on and entered
Into the second disk
of  game. Herein lies a
very interes t ing
quirk ,  the game
comes wit h an Int ro
disk  that  depicts the
whole of  the story,
and then requests
the s ingle sided disk
be inserted for the
game. I f  you have
only  got a s ingle
sided drive however,
beware that  it  may
well be that  you can-
not  play this  game to the full,  i f  at all?
There is a note in the ins t ruc t ions  for
such people that  they will need to ex-
change a coupon for another disk to
allow access to other levels.
The opening level represents the under-

ground of  New York both t rain style and
sewer style, and has the robot  c lonk ing
It's destruct ive way look ing for lost bits  of
equipment  in a large scale plat form
game. The graphic  representat ion of  the
area and the various monsters  are re-
miniscent  of  the bet ter Psygnosis games
and lend a great  deal to the atmosphere
of the product .  I t  seems that  it  is the aim
of the player to leave this  pit  by  k il l ing
anyone or any thing that  crosses its path
at the same t ime equipping itself  with
some more useful hardware.  This  level
takes a great deal of  mastering insofar as

the problems  to be surmounted are
great  and only  defeatable wit h the
gun the robot  carries. Should you
t ight  your way out then the second
stage ac tually  makes the game feel
even more like a good story.
Once upon the streets of New York

the Robot needs to fi nd a c ommuni-
cat ion device to allow it to contact
the creator of the machines  and
thus  allow a refi t and general
24,000 mile service to take place.
The level also allows the robot  to
obtain more and nas t ier weapons.
The screen is a rat her fetching 31)

scrolling skyline of  New York and allows
for an s t rong interact ive search game.
This  level almost  smacks of the old style
arcventures. This  to me is the most
at t ract ive of the 3 levels. i f  only because
it allows  for a lit t le more empathy  wit h
the machine and presents a reason for
play ing the game. Once the professor has
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been found (not  easy at  all!) he may  well
refi t  all the items needed to enter the
t hird level and so it  is wit h a far more
useful machine the player enters into the
showdown.
This  fi nal part  is where hero machine

sets out  to deliver the unaware human
world f rom the unpleasant  pollut ing
Scavengers and t heir Furnace Guardian.
By now the Robot  is faster, bigger,  and
st ronger and thus  is assumed to cross
some of the lesser barriers  in his  way and
embarks  on another plat f orm style duck
and weave trek. This  unit  is less effective
in some ways than the prev ious two
although it  is in essence far more a large
shoot 'em up allowing for more react ion
shoot ing and less t h ink ing about  your
actions. In essence the robot  is assailed
by many  baby version scavengers and is
at t empt ing to reach the mother creature
and then destroy it  wit h the ext remely
potent  hardware available on its way.
Sadly a mere mortal such as I did not
manage to penet rate the depths of the
Guardian's  lair and thus  I cannot  com-
ment  further.  My  only  t hought  was that  i f
It was tougher than the babies who kept
was t ing my robot  then the Earth was
going to die many,  many  t imest l

•  S I G HT & SOUND - This _felt like a
good Psygnosis game, garish wit h loud
sounds, wort h the effort of  loading

•  GAMEPLAY - Entertaining but highly
f rus t rat ing.  good scrolling and joyst ick
react ion though

•  VERDI CT - A reasonable contender in
the new ideas fi eld and although I
was  not totally enthralled it  prov ided
some interest ing t imes
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John S Davison concludes his
series on sampling sounds using
your ST with a fi nal look at stereo
reproduction
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al/AVR's  Stereo Replay sampling
package, that  is. I t  runs  on any

ST(E) or  TT, so you can at last make
samples to fully  exploit  the STE's stereo
sound system. Being stereophonic it  has
twice the hardware musc le of  its
monophonic  predecessors, and this  is re-
flected in the size of  the cart ridge - it 's
now a hefty "I." shaped af fair over twice
the size of  previous Replay cartridges. It 's
st ill only  8-bit  resolut ion though.
The cart ridge now sports four phono

sockets. stereo lef t / r ight  inputs ,  and
stereo lef t / r ight  outputs .  I nputs  take line
level s ignals  f rom your sample source,
e.g. l ine out  sockets on a CD player.
cassette recorder,  or amplifi er - or even
I t
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t ridge outputs  connect to the -
a u x "  i n -puts  of a stereo hi-fi  amplifi er.  Playback
can also be v ia the computer monit or or
routed via the stereo out put  sockets of  an
STE/TI ' .
The package also contains two double

sided disks, and three ins t ruc t ion book-
lets presented in the same s light ly  scruf-
fy style common to all the Replay pro-
ducts. The content  is generally  OK.
alt hough some of the inure esoteric topics
could do wit h bet ter explanat ion,  e.g.
image panning and resampling.  The
disks contain two programs and some
ready-to-use samples,  whic h surpris ingly
are mono only  so don't  f ully  demonst rate
the package's sonic capabilit ies.

STEREO 0323T2
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PRO-SERIES
EDITOR

The main program is the sample editor.
whic h Is a complete departure f rom pre-
v ious Replay editors. I t  requires a mini-
mum of 5I2K to run, but really needs
more to fully  exploit  its potent ial.  I t  won't
run in ST(E) or ' r r  low resolut ion mode,
but  c laims to work  wit h any t hing higher
(inc luding TT modes). I t ried it  in STE
medium-res  colour and hi-res  mono and
It worked fine. Its main func t ions  are
very s imilar to those in Replay-8 and
Replay Professional (see Issues 52/53),
but  in appearance and operat ion it 's tot-
ally  dif ferent.  I t 's based on the editor
supplied wit h AVR's expensive Pro-Series
12-bit  and 16-bit  sampler packages.
whic h makes muc h greater use of win-
dows than before.
On bootup you fi nd yourself  on a new

desktop. Le. the Replay desktop. This
shows some unf amil iar Icons, inc luding a
disk  (for loading samples) and a MI DI
keyboard (for sett ing MIDI  parameters).
At bot tom left is a set of  tape recorder-
like controls  for handling record, play-
back, fast  forward,  and rewind of  sam-
ples. Next  to it  is the Block Cont rol Panel,
more of  which anon.  There's  also a "fuel
gauge" showing unused memory.
Click  on the disk icon to select and load

sample files. At last AVR's s tandard sam-
ple format  defi nit ion shows its worth,  as
through it the program can read 8, 12. or
I6-bit resolution samples in mono or
stereo and automat ically  convert  between
the formats  as required!  This  gives you
access to a muc h wider range of samples

S!
f rom PD libraries,  etc. as discussed in
the last issue, Note that you can only
replay them in 8-bit  f ormat  wit h this
package though.  I t  also reads non .AVR
format  sample files.
Af ter loading a sample.  an icon repre-

sent ing it  (inc luding its name) appears  on
the desktop. The sample's  waveform Is
also immediately  displayed in a window,
either as a single trace for a mono sam-
ple or left and right  channel traces for
stereo. The window can be resized. re-
posit ioned. etc. as required,  so you can
st ill access the desktop if  needed. You
can keep loading samples unt i l  your STs
memory  is full,  each one represented by
Its desktop icon. Up to seven samples
can be viewed s imultaneous ly ,  each in its
own sc rollable/zoomable window.
Edit ing can be done on any sect ion (or

"block") of  the sample,  defi ned either
us ing "markers" or by "rubber-banding"
an area wit h the mouse.  You can also
place addit ional markers  anywhere wit h-
in a sample to indicate points  of  interest
and quick ly  switch the edit ing cursor be-
tween them when required.  Any pair may
also be used to defi ne a block for edit ing.
The Block Cont rol Panel then displays
icons represent ing the more f requent ly
used edit  operat ions.  These inc lude cut.
paste, and copy blocks wit hin a sample
window or even between windows  - great
for mak ing up composite sounds f rom
several dif ferent  samples!
Less f requent ly  used func t ions  may be

accessed f rom the usual menu bar.  You' ll
fi nd f amil iar features f rom prev ious edi-
tors here, some wit h enhancements  for
more fl exibility .  For instance samples can
be reversed; superimposed on each
other: repeated: faded in/ out ;  and
volume manipulat ion performed.  There
are also some new facilit ies specifically
for handling stereo samples inc luding
swapping channels:  channel-t o-channel
copying: channel cross-fading: and image
panning - mov ing the sound about  as it
plays!
Looping is import ant  for mus ical appli-

cations, as it  allows a relat ively  short
sample to he played for any required
durat ion wit hout  us ing addit ional mem-
ory. You can easily drive yourself  crack-
ers (or should that  be loopy!) t ry ing to

Po



fi nd good looping points wit hin a sample.
as dif ferences in volume,  pitch,  and t im-
bre at  the chosen points  can often pro-
duce nasty audible glitches in the sus-
tained sound.  The editor has some excel-
lent  tools  to help you avoid this, inc lud-
ing a special display to assist you accu-
rately  match up the waveform shape
across the loop join;  a "snap" func t ion to
automat ically  posit ion the loop markers
at the waveform's zero volume points  (al-
ways a good place to start): and fi nally  an
automat ic  cross-fade at the loop join to
help hide any remaining mashes. They
st ill don't  guarantee you'll make perfect
loops. but  they do Improve the odds/

RECORDING
SAMPLES

Select ing n e w sample" f rom the menu
now creates a sample fi le into whic h you
can record a new sample. A dialogue box
allows you to specify the resolut ion:
whet her mono/s tereo:  and the sample
length. Stereo samples  use twice the
memory  of  mono samples,  so 5 I 2K is
barely  adequate - only  5 seconds worth of
samples at 22kHz  sampling rate.
Click ing on the "record" but ton brings

up a recording cont rol panel.  This  in-
c ludes an oscilloscope display, used to
set the opt imum input  s ignal level. I t  also
has but tons  for monit oring the input :
set t ing a t rigger level to automat ically
Init iate sampling:  and a manual  sam-
pling start  but ton.
This  editor doesn't  have a realt ime spec-

t rum analyser,  so det ermining frequency
content  of  a s ignal involves mak ing a test
sample fi rst then us ing the Fast Fourier
Trans f orm facility  on it. The FFT display
is also useful when us ing the program's
many  digital fi ltering opt ions to c lean up
or otherwise change the sound of  the
sample.  These inc lude low pass. high
pass, band pass, and notch fi lters: bass
or t reble enhancement :  DC bias  removal:
and a spot f requency booster - ac t ing at
any f requency you choose.
As wit h prev ious Replay editors the

sound can also be changed by apply ing
various  revert), echo, and fl anging special
effects processing to the basic sound.
There's  also a new facility for "re-sam-
pling" an ex is t ing sample at a dif ferent
frequency to that  originally  used.
MIDI  support  is s imilar to that  in

Replay-8.  al lowing only s ingle notes to be
played f rom a MIDI  keyboard.  You can
assign s ingle samples to indiv idual keys.
or play one sample pitch shif ted across
the whole keyboard.  but  there's no
equivalent  of  the superb four-note
polyphonic  MIDIPlay  facility supplied
wit h the Replay Professional package.

STEREO DRUMS
The other major program supplied is

Stereo-Beat, a new version of  AVR's ubi-
quitous  Drumbeat  drum machine prog-
ram.  I t s  very s imilar to Drumbeat  Profes-
s ional described last issue, the main dif -
ference being that  d rum sounds can be
indiv idually  posit ioned to the left, centre.
or right  of  the stereo soundstage. Cent ral
pos it ioning involves replay ing the same
signal on both channels.  res t ric t ing the
number  of dif ferent samples playable
s imultaneous ly  to
three.
As well as s tept ime

rhy t hm pat tern ent ry
there's now also a
new realt ime facility.
al lowing you to l a p
In" a drum part
us ing the ST's
numeric  keypad
while lis tening to
other parts already
sequenced.
You can also con-

nect. up to six d rum
pads via MIDI  and
play the drum sam-
ples by hit t ing the
pads. In this  mode you can play a max-
i mu m of  four samples s imultaneous ly .
Other MIDI  facilit ies inc lude the abilit y  to
t ransmit  or read external MIDI  clock
messages so Stereo-Beat can drive or
sync to an external sequencer or drum
machine.  I t  can also t ransmit  MIDI  Note
On messages. for play ing sounds on ex-
ternal expanders or drum machines.
I haven't  covered every feature in this

package, but  I t hink  I've said enough to
give you a good idea of  its capabilit ies.  To
summarise.  I t hink  Stereo Replay is a

terrifi c product ,  represent ing a real adv-
ance in both hardware and software
terms  over Replay-8.  And at 2.89.95 it
costs just  i 1 0  more than its predecessor
- that 's  a bargain in my  book. Like
Replay-8 its sound qualit y  is good but
st ill isn't  really  hi-fi  - a l imit at ion of  the
8-bit  technology, I guess. However,  to my
ears it  sounds subject ively bet ter than
Replay-8,  probably  because of  the spa-
t ially  separated sounds.
I f ound few niggles wit h it  - minor  quirks

In its  ergonomics perhaps.  but  nothing
really  serious. The major omiss ion is a
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polyphonic  MIDI  keyboard facility.  Ah
well,  you can't  have everythingl

Well that 's  it, t he end of  the Sample
This( series. We've covered a lot  of
ground.  not  only  look ing at lots  of sam-
pling related products  for the sir.  but
also at some of the theory  behind how
they work  and the pract icalit ies  of  us ing
them. As always. i f  you have any queries
on this  topic drop me a line c /o Page 6
and I ' ll do in b e s t  to help.

S A M P L I N G  T I P S
With ANY sampler the quality of sounds produced depends very much on the care taken in

recording the samples, as well as the technology used. So, if you want top quality results bear
the following in mind:
1. Buy the highest resolution sampler you can afford. For most people this means an 8-bit

system, but go higher it you can. More bits means "higher-fi" - less background noise and
lower quantisation distortion,

2. Ensure you use a top quality signal source. e.g. hi-fi cassette or CD. Input a rubbishy signal
and you'll produce a rubbishy sample.

3. Always set the correct input signal level with the oscilloscope. Too low a level increases
background noise and distortion, too high causes clipping distortion.

4. Use the highest practicable sampling rates. Lower rates mean increased distortion and
restricted frequency response.

5. Remember the Nyquist limit (see Issue 511 - don't try to record frequencies above about
HALF the sampling rate or you'll introduce awful sounding abasing distortion which no
amount of digital filtering will ever fully remove. Use the editors spectrum analyser or Fast
Fourier Transform display to see what frequencies are present. Filter out those over the limit
AT SOURCE using your amplifier's tone controls, graphic equaliser, etc. Alternatively,
consider recording the sounds onto a multi-speed tape recorder first then sample them from
here with the tape running at half speed. This halves the frequencies, bringing them below
the Nyquist limit. After recording double the sampler's replay rate to get back to the sample's
original pitch.

6. Replay the samples via an external amplifier, with tone controls set for the best sounding
results.
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to one of the hest
games of  1990 hit  the

stands a couple of  months
back. Hav ing fought  his  way
t hrough five levels of  fi endish
puzzles, mons ters  and t raps to
defeat the evil Necromancer.
Karadoc the Dwarf  now re-
turns  to his home village to
get his  reward.  Unf or t una t e ly
something has gone wrong
and you wil l  have to guide the
poor lit t le guy t hrough four
more levels of  mayhem.
You need the original Cadav-

er Game Disk  in order to play
The Payoff. This  means  that  it
is ident ical to the original
game in the gameplay.  There
are a couple of  new pot ions
and spells and a few new ob-
jects but  basically  it  is jus t
more of  the same superb joys-
t ick-driven graphics  adven-
ture!
Level one starts off  quite

hard,  but  level two is a real

FACTS
rifle. O N S L A U G H T
Publisher: Mi r ro r  I mage
Price: £ 9 9 9
Reviewer. Da mo n  Howarth

SIGHT & SOUND
Good loud sound and FX, very
colourful graphics which show
well on screen

GAMEPLAY
An entertaining and involved
game which is a slightly more
than just a s hoorem up, very
smooth all round

VERDICT
Good value, very  pOy obie and
well worth exploring over a
period of time
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k il ler - i.e. you
tend to die every
t ime you enter a
new room as there
are so many  deadly
monsters  around!
As before you mus t  pay the
gods an Increasing amount.  of
money  for each SAVE, so you
wil l  almost  certainly  run out  of
money on level two ant i have
to restart  it ,  being more care-
ful wit h your SAVEs now that
you k now how to solve the
fi rst part  of  the level!

It is a great relief  to reach
level three and not  have quite
so many  fights to handle,  but
the puzzles start  get t ing
sneak ier and sneak ier t hrough
to the c limax  at the end of  the
fourth level when you fi nally
get your reward - i f  you sur-
vive: alt hough there are fewer
monsters  on these levels the
t raps arc deadlier!
If you enjoyed Cadaver then

rush out  and buy  The Payoff
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release. I do not  recall
seeing this  part icular

of fering before. A very loud
and colourful arcade game
wit h some strategic overtones
is presented here. In it  the
player controls  a lone fanat ic
warr ior  who is s t riv ing to
make his  way across various
screens of  enemies in a mult i -
tude of  dif ferent ways.
The game is set in the Im-

aginary  area of Gargore a
place where all the indepen-
dent k ingdoms  are warring
and look ing for a hero to unit e
them under a common cause.
Surpris ingly  the game comes
wit h a mass of  writ ten mate-
rial which give a deal of  back-
ground to the world_ Indeed

immediately .  I f  you haven't
played Cadaver yet, t hen you
are miss ing a t reat  - I would
thoroughly  recommend that
you get yourself  a copy!
There probably  won' t  be any

more of  Cadaver since the Bit
map Brothers  decided to k ill
Karadoc the Dwarf  off in the
follow-up to The Payoff. This
appeared as a s ingle level cal-
led The Last Supper on a Zero
magazine cover disk a few
mont hs  back - you can prob-
ably pick  it up  f rom one of the
PD libraries .  Hopefully  howev-
er the Bit map Brothers  wil l
develop the theme in t heir
usual bri l l iant  manner and
prov ide us wit h more excellent
graphic  adventures in the
future.

on the word sup-
port  side it  rivals
many  fat itasy
adventure games.
The graphics  are

very s t rong especially in the
major plat form games which
represent  the batt les. There
are a bewildering array  of ene-
mies represent ing the dif ferent
ethos and races of the enemy
each wi t h t heir OW11 lit t le
death machines  and large
mines. All the same the basis
of these batt les is a plat f orm
and ladders game of great vio-
lence. To alleviate the plat form
combat  there is a device ent i-
tled mind  combat  whic h invol-
ves cont rolling a hand icon
around the screen borders
and fi ring the mind bolts  at a
four armed head in order to
fry it 's brains,  Such are the
creatures of imaginat ion!  This
part  of  the game although
necessary for the play Is

FACTS
litle: C A D A V E R  - THE

PAYOFF
Publisher: Re n e g a d e
Price: £ 2 5 . 9 9
Reviewer: J ohn Sweeney

SIGHT & SOUND
Stilljant 3-0 isometric  graphics
and animation, lots of  nice
sound effects-

GAMEPLAY
Superb ex ample of a well de-
s igned game. J am-pac k ed
with puzzles and traps to keeps
you perplex ed for many  hours-

VERDICT
More Bilmap Magic '

ONSLAUGHT
perhaps the least sat is fy ing
both graphically  and in play
style. I n essence it  acts as the
Large mons ter at the end of  a
level but  in pract ice these bat -
tles can come more f requent ly .
In an at tempt  to appear more

fantasy based the game allo-
cates your hero a religion out
of  the several available and
points  are awarded or lost for
at tack ing the right  and wrong
combinat ions  of  same. Again
all this  pract ically  means  is
avoiding the potent ial allies
and us ing magic objects upon
them rather than senselessly
k il l ing everything on the map.
The game has a great deal of
potent ial and is saved f rom
being samey by the play area
edit irig feature whic h does
allow for interest ing variat ions
on the theme.

I quite enjoyed this  alt hough
the play could prove a lit t le
diffi cult  for newcomers,
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MAGIC POCKETS
M agic  Pockets is a

joys t ick -driven plat -
form game. As the

'Bit rnap Kid' you mus t  fi ght
y our way t hrough 25 levels
against  snails,  green blobs.
rocky people, etc. You at tack
wi t h  'Pocketpower' - the longer
you hold the but ton down be-
fore releas ing it the more pow-
erful it  is. I t  takes four diffe-
rent  forms t hroughout  the
game. You start  in the caves,
fi ring whirlwinds ,  then it 's on
to the jungle,  where c louds are
y our weaponry.  On the third
world,  the mountains ,  you
attack wit h snowballs  and on
the fi nal level, you t hrow Ice
T-Cubes,  There is an amaz ing
variety of useful objects to col-
lect, e.g. magic  pot ions.  cups
of  tea and coffee, bubble gum,
box ing gloves, a diver's  hel-
met, and a cool bike which
k ills  everything it hit s  - shame
you can't  take it  wit h you! Also
if  you collect a gold s tar you

will get one of
another set of  very
helpful items.
The levels are

enormous  mazes
wit h 8-way  scroll-
ing: lots of  dead-ends and hid-
den t reasures make the game
muc h more interes t ing than
the average plat form game.

It is a bit  tedious hav ing to
restart  the whole game again
whenever you die, rather than
start ing at the beginning of
the world you were on, and
the Bitmap Brothers  tell me
that  there are no cheats built
in.  Fortunately  you have three
credits  to spend on ext ra lives
so you can get quite a long
way  on each at tempt ,  i f  your
are really  stuck you can ring
0898-445928 for a hint  (hut  it
costs!).
You get more powerups  front

Sweet Things;  some are just
ly ing around:  you wil l get
some whenever you k ill an

enemy with full Pocketpower.
If you pick  up a cocktail be
sure to make the next  Pocket-
power big as you wi l l  t hrow
out  even more Sweet Things.
There are many  places where

speed is  essential, f or inst-
ance. i f  you don't  hurry  at the
beginning of level 2 a rocky
person wil l fall t hrough some
blocks onto your bead, take a
life. t hen carry  on down.  steal
your bike and t ry to k ill you
again wit h it .  It is  very useful
to fi nd out  where certain
mons ters  come f rom and des-
troy them before, or just  as.
they come on to t he screen.
You should also be careful not
to t rap yourself  anywhere, or
you wil l  have to waste a credit
to begin the level again.

FACTS
I itle: S T A R G L I D E R  2
Publisher Mi r r o r  Image
Price: £ 9 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Good 3D animat ion allows for
reasonable sim, the sound is a
ktrie weak  apart  from loading

GAMEPLAV
A very good ex ample of 3D
graphic  fl ying c ombat  games.
smooth and enjoy able

VERDICT
A blas t from the past that is well
worth the preservation
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found some st rong
contenders in t heir

line up to offer success stories
Lit budget  prices. Starglider 2
is no except ion and gives
strong support  to their desires
of being recognised as a pur-
veyor of quality  ant ique soft-
ware. This  is the follow up to
one of  the STs earliest  succes-
ses which showed the power of
the 16 bit  over the 8. Unfor-
tunately  even in the original
incarnat ion number  two never
quite managed the accolades
of the fi rst, but  such is the
way of  sequels.
The player represents the

hero daysan who has been
persuaded in the accompany-
ing 40 odd page long novella

to help his  f riend
Kat ra in the des-
t ruc t ion and even-
tual repuls ion of
the Ergon fleet.

The Ergon's it  seems are
somewhat  upset  wit h the
human race for beat ing them
in the original game and be-
cause their status as the uni-
verse's greatest threat  to the
human race is being
threatened
In order to s t rike fear and

submiss ion into the Ergons
hearts  the couple of heroes are
to fly their special ship The
Icarus on a seek and destroy
miss ion.  This  the game
accomplishes by being a
rat her good 3D space fl ight
s imulat or which bears many
of  the hal lmark s  of Elite, The
views f rom the cockpit  are
comprised of  fairly fl uid well
animated fi lled 3D block
graphics and there are plenty

FACTS
Title: M A G I C  POCKETS
Publisher. Re n e g a d e
Price: £ 2 5 9 9
Reviewer: A lex  Sweeney

SIGHT & SOUND
Excellently detailed graphics.
Jots of colour and very good
animation. Great  music and
sound effects, inc luding Betty
Boo soundtrack

GAMEPLAY
May be a little on the hard side
but generally  very good. Pretty
addic t ive

VERDICT
Great fun. I f  you enjoy  arc ade
games  it is defi nitely  worth a go

of o p p o r t l
i n h
l i e s  
t o  
t l y  
t h r
o u g
h

space shoot ing protect ion ves-
sels and even chances to
bomb planets  and defence
systems, The cont rol may be
by joyst ick or mouse or. poss-
ibly  the best method,  by
keyboard. The actual fl ight
s imulat ion and fi ght ing wit hin
this game compares very
favourably  wit h that  seen in
Elite, indeed should the prime
at t rac t ion of Elite have been
for you the combat .  this  game
wil l  prove heaven sent. I t
doesn't t hough have the in-
terest ing t rading s idelines or
the special miss ion capability
the other space classic has.
Once the pure combat  nature

of.the game is accepted then
controls  and graphics  blend
well for a fast and exc it ing
game. 'rhis  is well wort h it 's
budget  price for space cadets
everywhere. I enjoyed this  but
personally  I prefer Elite.
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I V I L I P S I C
W I T H  Y O U R  ATA R I

John S Davison's
regular guide

to music on your ST

w h o  in their right  mind would pay E.550 for

an s T based MIDI  sequencer? Answer - a
surpris ingly  large number of  people if  sales
of  C-Lab's Notator package are any thing to
go by! Notator is used by mus ic ians  every-

where, and surpris ingly  even some school mus ic  depart -
ments  now have it. Af ter us ing Notator V3.1 f or a couple of
mont hs  I now unders tand why  it 's so popular.
Notator is an integrated MIDI  sequencing and mus ic  nota-

t ion package. As well as prov iding a terrifi c range of  sequenc-
ing facilit ies you can immediately  see, edit ,  and print  what
you've played in t rue mus ic  notat ion.  Its edit ing features are
part icularly  strong, but  its score pr int ing features arc incre-
dible - it 's like a DTP program for music!
Notator incorporates  Soft Link,  an applicat ion manager per-

mit t ing loading of  up to nine programs into the STs  memory
s imultaneous ly  and swit ching between them at wi l l  - i f  your
ST's got at least 2MB of  memory.  Wit hout  Soft Link  a mini-
mu m of  I MB is required.  Notator also needs a double sided
disk drive and a high-res  monochrome monitor.
The package is supplied in a 3" thick  AS ringbinder contain-

ing not  only  a huge manual,  but  also five disks holding
programs.  fonts, demos and a tutorial:  a c ommand s ummary
card: and the all- import ant  security  dongle which plugs  into
the STs  cart ridge port .  wit hout  whic h Notator won't  run.  At
fi rst s ight  the manual  looks daunt ing,  but  it 's quite easy to
use, I t 's div ided into logical sections by separator tabs. and
its index  is excellent.
I jus t  can't  do just ice to Notator in a two page art ic le,  so I ' ll

cover the sequenc ing aspects now and the notat ion features
In the next issue. Even then I ' ll s t ill only  be covering a
f ract ion of  Notator"s incredible capabilit ies!  Inc identally .  i f
you don't  need Notator's  score print ing facilit ies you can buy
C-Lab's Creator package for "only" E330. It 's ident ical to
Notator except for the Flotat ion features.

ROLLS-ROYCE SEQUENCING
Notator's sequencer is defi nitely  in the Rolls-Royce class,

incorporat ing useful features jus t  not f ound anywhere else
(except perhaps  in Steinberg's  Cubase - Notator's  arch rival!).
Let's s tart  wit h a brief  rundown of  its basic facilit ies, t hen
move on to the more esoteric ones.

It's basically a pat tern based 16 t rack sequencer, al lowing
70 I s s u e  54 - New Atari User
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separately recorded pat terns  he be arranged into a complete
song. Four  such arrangements  can be run in parallel,  in  effect
mak ing it  a 64 t rack sequencer_ It 's also possible to confi gure
this  as two parallel sets of  32 tracks. MI DI  supports  only 16
channels,  so if  you need a separate channel for each t rack
C- l ab  can supply  a hardware accessory called "Export " (E132).
whic h expands the output. capability  to four dif ferent sets of 16
MIDI  channels.  A f urt her two sets are available via the "Unit or"
accessory (E390) - giv ing 96 MIDI  channels  in all!
All the usual sequencer funct ions are here. There's  normal

recording,  and merge recording,  whic h adds new data into a
previously recorded track. Drop-merge allows you to manually
drop into record mode at any  point  during playback to add
new data, while punc h-drop is s imilar but  erases ex is t ing data.
Punch-autodrop automates  the process, swit ching in and out
of  record mode at preset  posit ions. Cycle mode permit s  record-
ing while looping round a preset sect ion of  a t rack,  eit her
mak ing a fresh recording at each pass or overdubbing up to
sixteen layers. Notator records MIDI  data in its input  buf fer
even when NOT switched to record mode, so if  you play
something bri l l iant  while rehears ing it 's not  lost - you jus t
t ransfer it f rom the buf fer to a t rack!
Af ter recording,  t racks can be merged. copied, mixed (all 16

tracks merged together), demixed (separated out  again - useful
when import ing s tandard MIDI  files), or single channels  ex-
t racted f rom a mult ic hannel track, The usual copy, cut,  insert .
and delete func t ions  work ing on predefi ned sect ions of  them
are also available.
Notator has excellent quant is ing facilit ies. As usual they can

be used to ' ' t ighten up" human play ing t iming deficiencies, but
C-Lab have extended the idea via t he use of  ''grooves" - quant i-
sat ion wit h deliberately  varied t iming characterist ics.  This
allows "swing" t imings  to be imposed instead of  a rigid met ro-
nomic  beat. Several preset grooves are supplied,  or you can
design your own if  required.

REMOTE CONTROL
The sequencer is controlled via onscreen tape recorder style

but tons,  act ivated via mouse or ST keyboard, There's  also a
"key remote" facility  which t urns  I I  keys of your synth
keyboard into remote sequencer controls  - you can record,
play, wind/ rewind,  switch tracks, etc.. wi t hout  touching the
ST!
Pos it ioning wit hin pat terns and arrangements  Is normally

handled in bar / beat / s ubdMs ion/ t ic k  format ,  where a t ick
normally  equates to a 1/ 768t h note in this  case. Alternat ively
it can use the hrs / mins / s ec s / ms ec s  format ,  or SMUTE t ime-
code format  preferred by professionals if  you also have C-Lab's
Unit or hardware accessory. This  allows the sequencer to accu-
rately  synchronise wit h an external mult i t rac k  tape recorder.



1 1 1 1 1 1 • 1 1 1 • 1 1 = A E M M • i t , = = = = a
r
i
:
K
R
I
M
f
f  
•
m
.
M

= = • • • • • • _ _  N M -  - • - -1 1 1
-
. . m
• E i
n  
- -
E
1
1
1
1
1 •
M
M
I N
I
M
I E
1
1

•  r . a m e - m o r l o m m i m m r . 1 0 • 2 =
I
N I n

M I M . B 1 = 1 . M 1 M I •  M O I M ENI NI EI V= G EN I M i l r . A 1 • • • • • • = h o a  I M v .

•
-  
— 
— 
—

gtes* / L i n  f u rs (  t Ions
ISQICA SO$

Dueot 1 ze /SIDI  f  le3s O p t  son% I  i t  Co p y
$ i D I A I D D  ,
• t  
t e n i t
e l  
n 1

Pattern: I
RAVI
DUI

4/0801TI A  4
5CDPN11/2 A  5
6Ceettl: A  5
7 IP MEE A
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which has one of its tracks striped with timecode. Uni tor  also
provides sockets for yet more C-Lab accessories. namely
"Human Touch" (1.170.50) which allows the sequencer's tempo
to be controlled by incoming audio signals, and "Steady Eye"
($456.50) used for synchronising it with video equipment.
That's flexibility - no wonder the professionals love IV

Patterns may be arranged into a song using a text list, or via
the "graphical arrange mode" new to this version of Notator.
The latter uses a graphical representation of the chains of
patterns, which can be easily edited using the mouse. It's even
got an "audio scrub" feature allowing you to play small sec-
tions of a pattern forwards anti backwards to help find minor
problems in the music.
Notator can also directly control a specially equipped Fostex

multi track tape recorder via Unitor.  The sequencer controls
are l inked to the tape transport controls via MIDI .  Clicking on
Notator's Play button starts the sequencer AND the tape recor-
der. and the two then run in perfect synchronisation. Position
the sequencer to somewhere in the middle of a song and the
tape will automatically fast wind to the exactly corresponding
position. You can record vocals and other acoustic sounds on
tape then treat them just as i f they were another  sequencer
track!
You can apply various parameters to a sequencer track to

change it's characteristics at playback time only, so the MIDI
data isn't permanently altered. For  instance you can transpose
note pitch: alter note velocity or compress its range; loop the
track independently of the others; and set note range limits -
all in real time. Alterations can be made actually dur ing play-
back, so it's very easy to set the effect you're after - just use
your  cars as you twiddle the parameter settings! In fact,
virtually all Notator's operations can be performed while play-
back continues uninterrupted,  even things like formatting
disks and editing.

HYPEREDIT
Notator  has a superb range of editing methods including

event list: score; matrix: and "hyperedit". The event list editor
Is the heart of the system. as it can display and edit every piece
of MIDI  data present on a track. I t also handles the special
(non transmittable) "pseudo-events" inserted by Notator for
internal control purposes, for instance changing tempo; mut-
ing tracks: loading the next song while the current one is
playing: or showing the position of various score symbols in
the score display.
You can also use graphical editing methods along with the

event list, the first being a matrix editor. This shows
notes in the form of beams in a matrix, with pitch
displayed across the horizontal axis and note start
time and duration by the vertical position and length
of the beam. I t looks a bit like an old pianola roll,
especially as there's a piano keyboard drawn at the
foot of the matrix to help you assess a note's pitch.
Notes are edited simply by stretching, shrinking,  or
dragging the beams around the matrix with the
mouse. You can easily alter a note's velocity too. All
changes made here are immediately reflected in the
event list data, which can be simultaneously dis-
played in a separate window.
Personally, I don't like matrix editors. I 'd much

rather use a score editor, and Notator's is a real
corker. It's much,  much more than just another
means of editing note data though,  which is why I'll
be dedicating a whole article to it in the next issue.
The final editing method is ilyperedit. This allows

you to easily isolate and edit all events of' one parti-
cular type within a track. For  instance, you could pick out and
display all the snare drum hits in a combined drum track, A
matrix approach is used again, with time along the horizontal
axis showing where the events occur and the vertical axis used
for an associated event characteristic. for example note veloc-
ity, You can then add/delete/change notes as required, and do
clever things like "draw" a gradual  change in velocity or volume
across a range of events - useful for creating crescendo effects.
Each line on the display shows one instrument and you can
group up to sixteen instruments together in sixteen scrollable
lines. This makes hyperedit a useful drum rhythm editor as
each line could show a different drum type. but its use extends
far beyond this. You really have to use it to appreciate its full
potential.
Another  Interesting feature is the "Realtime MIDI  Generator".

This gives you sixteen mouse operated "fader" controls which
can be set to generate any type of MIDI data and record it onto
any sequencer track and MIDI  channel.  They're particularly
useful for generating continuous chains of events needed to
smoothly change volume or sound characteristics. For  exam-
ple, you can increase the volume of particular instruments as
they take solos and reduce it again afterwards. This can be
added AFTER you've recorded the instruments themselves -
it's like having an automated studio mixing desk!

REALTIME TRANSFORMS
Notator will also "transform" MIDI  data, working either on

data already recorded or in realtime as the data comes in
through the MIDI  port. User definable algorithms are used to
select which data to change and how to change It. For exam-
ple, you could reduce the effect, of a modulation wheel: remap
drum notes for use with a different dr um machine: or delete afl
notes within a given note range. Comprehensive input and
output filtering to remove unwanted types of MIDI data is also
available, and with Uni tor  installed it can also handle realtime
merging of up to three simultaneous MIDI  inputs.  The pro-
cessed input can even be routed back out via MIDI  THRU to
other MIDI  devices if required.
Despite its complexity Notator's sequencer is surprisingly

friendly to use. I t's solidly reliable too, and hasn't crashed once
despite my fumbling experiments with it. Reasons for its popu-
larity are now obvious - ease of use, superb facilities, flexibil-
ity, reliability, and the thoroughly professional look arid feel
that pervades all aspects of it. And that's only the sequencer -
wait unti l  you hear what the notation part of it can do! Join tne
next issue to find out.
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Dion Guy
brings you two
super type-in
listings plus
reviews of two
art packages
written in
STOS only
available by
Mail Order
from the
authors
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another fantabulous  STOS col-
umn.  packed full of  reviews, lis t -

ings and generally  interes t ing stuff! Last
issue I said that  if  anyone wants  a STOS
related produc t  rev iewing then get in
touch. Lit t le did I k now that  I would be
bombarded by mil l ions  of STOS writ t en
art packages! Well may be that 's a teensy
exaggerat ion but  recent ly I have received
two dif ferent  art  programs!  in depth re-
views of both packages wil l  follow short ly,
but  fi rst  - t he news!
As ment ioned last  issue, Fun School 4

Is nove out. I haven't  ac tually  seen the
full package but  I have seen a small sec-
t ion of  the 7- I I year olds version. Wit h-
out  going into too muc h detail.  I found
that  the package is very well put
together. The graphics are of  a very high
standard,  and the educat ional games
have been well t hought  out.  I would re-
commend any parent  to Invest in a copy
of  Fun School 4. i f  not for the children
then for the demons t rat ion of  Just what
STOS is  capable oil

THE LISTINGS
So. what  programs  have we got lined up
for you this  issue? First ly,  there is the
colour defi ner accessory that  was sup-
posed to go in the last issue but  was
squeezed out  due to space problems.
Secondly, there's  another handy program
f rom Bruno Azzara - a sprite fi nder.  Here
are some brief  inst ruct ions

PROGRAM 1
SPRITE FINDER

I lave you ever loaded in a sprite bank
and wanted to fi nd a sprite quick ly  and
easily? I lave you ever forgotten which
sprite number goes with a certain sprite,
and had to manually  search for it  us ing

the SPRITE c ommand? Why am I ask ing
all these quest ions? No seriously,  we've
all experienced the hassle of looking for a
sprite at somet ime during our program-
ming lives. This  program is the perfect
solut ion.  Af ter typing it in  (and saving it
for future use), load in a sprite bank  and
then run the sprite fi nder.  From here.
you s imply  use the mouse to fi nd which
sprite is at each sprite number.

PROGRAM 2
COLOUR DEFINER

ACCESSORY
Wit h this  accessory you can experiment

wit h the various colours available f rom
y our ST. I t  is point less  going into reams
of  text explaining how to use the prog-
ram,  as everything is fairly  s t raight for-
ward.  Have fun!

REVIEWS
And now - the reviews! The two art

packages up for review are GBPaint  by
Bruno Azzara of  GBP Sof tware and The
Art ful Doodler by Daniel Spooner of  DMC
Software.

THE ARTFUL
DOODLER

Upon loading TAD (as it  shall be refer-
red to f rom now on!) you are greeted wit h
a copy protect ion screen. I mus t  confess I
found this  a bit  s t range for a home-
grown art  package. Copy  protect ion
would be unders tandable on something
like Deluxe Paint, but  I cannot  help but.
feel that  pirates wouldn' t  be too interes-
ted in any k ind of  home-grown software.



The last  t hing you want  when loading an
art  package is the hassle of  fi nding the
right  page of  the manual  and entering
some codes.
Anyway,  af ter this  minor inconvenience

you are greeted wit h a t it le screen, fol-
lowed by the main screen. One thing you
immediately  not ice is the wealth of  op-
t ions. All the usual bog-s tandard s t i f f  is
here - such as draw,  line,  circle, ellipse,
box and fi ll.  Ot her fairly  normal features
inc lude rays, polygon, eraser, text, spray,
brush,  and an undo feature.
TAD also has a block facility,  and in-

c ludes a number  of opt ions to manipu-
late blocks. You can also fl ip sections of
screen, eit her vert ically or horizontally .
There is a zoom opt ion to allow fine edit -
ing. alt hough I found this  quite awk ward
to use because the zoom cursor only
moves about  on 16 pixel coordinates.
There are enlarge and reduce funct ions,
to either enlarge a sect ion of  screen or
reduce a whole screen into a smaller
area. As  usual wit h art  packages. each
has it's own 'special' features. This  one
has quite a few - Triangle.  Parallelogram,
Circ le Segments, 512 Colour Facility  and
Smear are the main unus ual features,
Triangle.  Parallelogram and Circ le seg-

ments  are all pret ty  self -explanatory and
are handy opt ions.  The 512 Colour Facil-
ity allows you to have up to 512 colours
on screen at once, ins tead of  the normal
16. This  seems to be well impleniented
and is quite easy to use (surpris ingly).
One point  - TAD allows STE owners  to
access the extra colours t I t h ink  the
Smear funct ion,  however,  is a total waste
of t ime.  Rather than smearing or smoo-
thing the edges of  objects, i t  just  makes
t hem look a total mess! There are quite a
lot of  other minor things that  have been
built  into TAD.  some of them quite
useful.
As TAD is so big. it  cannot  be loaded

into STOS as an accessory - it  only  runs
as a PRG file. This  is a major minus  for
STOS users. Thank fully ,  TAD can load
and save in a number  of STOS fi le for-
mats, MBK etc. Another annoyance is
that  you can only  have one worksereen!
Even on a 1 meg machine you are st ill
l imited to that  one basic screen. I  often
make use of  mult iple workscreens s o
found this  to be a serious flaw.
One good t hing about  TAD is that  you
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Program 1 - Sprite Finder

get a well writ t en 40 page manual wit h it .
Another good feature is the inc lus ion of
'keyboard shortcuts ' to enable you to
quick ly  access dif ferent  func t ions  while
st ill on the worksereen.
Overall.  I t h ink  that  this  is a very good

art package (especially for the price)
whic h makes up for some of  it's faults  by
hav ing some very good opt ions (such as
the 512 colour feature). TAD is available
at a cost of  F.,9.99 (inc. PAP) f rom Daniel
Spooner at DMC Software,  6 Orchard
Close. Nort h Baddesley, Southampton.
Hampshire.  S052 9GF

GBPAINT

•

Seeing as I have waffl ed on about  TAD a
bit .  I wil l  make this  rev iew a lit t le briefer.
Let me get s t raight  to the point  - GBPaint
is an excellent art  package. There is very
lit t le that  J can fault  GBPaint  on - and
believe me, I t ried to fi nd something!
GBPaint  Is polished and easy to use, yet
is very powerful.  Here is a run down of
some of  it's more unus ual features :
Block func t ions  - GBPaint  can manipu-

late blocks wit h ease. Mult iple work -
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screens - on a half ' meg you can have 2
workscreens and on a 1 meg you can
have 10 screens! Grid - this  is an excel-
lent  feature for STOS users, you can cre-
ate grids  (of variable sizes) for your
games etc. wit h inc redible ease! Text -
you can load in y our own fonts to use (3
are supplied wit h the package!). Dis k  -
GBPaint  can load and save in 8 dif ferent
file formats !
There are other normal features that

have been well implement ed - colour
cycling, 7,00111 etc. The zoom cursor
moves on 16 pixel coordinates the same
as TAD does, but  only  on the X coordin-
ate - t his  makes it  muc h easier to use.
GBPaint  has a lot  of other funct ions,  but
it 's big plus  Is that  you can use it  f rom
STOS - whic h is very handy.
Overall I prefer GBPaint  to TAD, but

hav ing said that  I like them both for
dif ferent  reasons. There's  no disput ing
that  they are both very well writ t en art
packages and show what  you can get
f rom S
-
M S  
w i t
h  
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certainly  prefer both packages to any
other -STOS writ t en packages I have seen.
GBPaint  does come wit h a manual

whic h is nearing complet ion as I write.  I
haven't  ac tually  seen it because I wanted
to rev iew GBPaint  in this  column,  and
not  two mont hs  later.  By  the t ime you
read this  though,  the manual  wil l have
been long fi nished.  GBPaint  is available
at a cost of  t  12.50 f rom Bruno Azzara at
GBP Software. 20 Heys Road. Ashton-
u-lyne,  Lancashire.  01,6 6NZ
Please mak e cheques/PO's payable to

"Daniel Spooner" for TAD and "Bmno
Azzara" for GBPaint .  Both TAD and
GBE'aint are STE compat ible.

FAREWELL
Well,  that 's  It for another column.  Re
member,  I 'm always happy to receive
s -ros  related produc ts  for rev iew (but  no
more art  packages please!) or programs
to publish.  I f  you want  a reply, please
Inc lude an S.A.E. I can be contacted at
the following address. So, unt i l  next  t ime
- bye all!

DION GUY
STOS COLUMN

11 SHO RE CRESCENT
BISHOPS WALTHAM

HANTS S03  D M

Listing 2 - Colour
Defi ner Accessory
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Experience die  world or  electronic 00M-
rrunicenant This imy coat Introduction will pro-
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to @site* computer users around the world.
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SILICA
SYSTEMS

ATonce+ PC EMULATOR]ATonce Plus is a PC-AT compatible emulator
for all Atari ST models  (except STACY), With
ATonce Plus fi tted, the Atari ST can be used
as a  P C-A T c ompat ib le  c omputer.  T h e
emulator works  with mos t Atari hard disks
and provides compatibility with the Atari laser
printer. A  profes s ional fi t t ing s erv ic e  i s
available from Silica for only Mt .  If you own
an Atari ST and require PC compatibility, you
will not  do better than ATonce Plus.
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An ineaparsrm answer to your masa atorege requirements Atari klesiallies are tun., compel,
ble mil-  all S i r  provid.ng nigh capacity, litra storage for data ;inn applications
•  Jagerb or POMP formalist storage apectly •  Consprettat)ve enreeese Sick-up whiter?
•  n a p e ,  odour co.ontbreted Wyatt •  kW monetrylontere Wafts  k Wh,
•  thrsampirattd orup-Au and pp m o l a r  I  Sehterfee a r e a  end rawre
•  Miry retain ep le 7 nerd else Wives •  Keep log el IrantecaPos•

FREE - Atari Archive Backup Software Worth E29.99
AATARI
MEGAFILE 30

& ARCHIVE

6 D T P  GRAPHIC APPLICATION'''.

SILICA SYSTEMS OFFER YOU
•  FR EE OVERNI GHT DELI VERY: On all hardware orders shipped in the UK mainland
•  TECHNICAL SU PPOR T  HELPLI NE: Team of ST technical experts at your service
•  PRI CE M ATCH,  Ws nDrrnally match competitors on a ''Same product • Same once" basis
•  ESTABLI SHED I 2  YEAR S: Proven track record in professional computer sales,
•  BUSI NESS +  EDUCATION + GOVERNM ENT Volume discounts available for large orders_
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
•  T H E  F U L L  S T O C K  R A N G E : Alt of your S T requirements from one supplier
•  FR EE CATALOGUES; Will be mailed to you with otters and softwarelperipheral detads.
•  P A Y M E N T: B y  cash, cheque and all major credit cards.

Before you decide when to buy your software and peripherals. we suggest you think very carefully about
WHERE you buy them. Consider what it will be like a few months after you have n.840 your purchase,
when you may require help and advice Will the company you buy from contact you with details OS neW
Products? Al Silica Systems, we ensure that you will have nothing to worry about. We have been tottribtah-
ed for over 12 years and, with our unrivalled expenence and expertise, we can now claim to meet our
casemate requirements with en understanding which is second to none. But don't just lake our ward
for it. Complete and return the coupon now for our latest Free literature and begin to exoerance Me
'Silica Systems Service'.

ATARI MEGARLE 30Mb & 60Mb HARD DISKS

DAATAscan PROFESSIONAL
Allows graphics% be scanned into the Alta
ST God used In entente packages or CTP pro-
grams. An ideal ati•in-cne solution for  your
black end white scanning reauirernanta
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•  FULL 16MHz 80286 PC-AT EMULATION
•  MN. CGA, EGA & VGA GRAPHIC MODES
•  COMPATIBLE WITH ST HARD DRIVES
•  CAN ADDRESS ALL ST RAM U P  TO 11Mb
•  RUNS EXTENDED & EXPANDED 86286 MODE
•  386 VERSION FOR ST-E AVAILABLE SOON
•  TASK SWITCHER TO RUN MULTIPLE

PROGRAMS SIMULTANEOUSLY
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TEUNOBOA uRAFTER 2
A powerful. SSW' CrOES CAD package. Quickly
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CAD user AU] require.
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MASTERPLAN
Sophisticated OEM spreaosneet. based
Lotus 1-2-3, With it, you cad calculate your
home finances. pica graphs or arty& the other
thousands 01 mathernatioat calculations for
vinday horne end business use
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Selfridges is  nacti, Oxford Street, London. WU 1AB le t :  071429 1234
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Z O R K  I  D I S K  ONLY
The Infocom classic and the adventure game that changed the way
all future adventures were written, The Great Underground Empire
ot Zork Is well documented by now and thousands of players have
become addicts graduating to infecom's more difficult adventures,
Zork I is the ideal introductory level adventure for beginners or
those with a  little  experience . if  you have never ventured under.
ground before  now is the  time  to try,  it 's never been cheaper to
expand your unive rse ! C la ssic origina l Infocom packaging with
excellent manual and a map.

O U R  S P E C I A L  _ f t  1
.
)  g o i
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U U

LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE
OUR PRICE E2.95

MASTERTYPE
Now anyone can learn to type whilst playing a challenging
game. Mastertype was one of the original 'game based typing
tutors which requires you to zap enemy words as they
approach from the four corners of the screen. But it not really
a game for, before you realise it, you will become quite
proficient on the keyboard as you progress through 18 les-
sons of increasing complexity.

ROM CARTRIDGE

FREE
with orders over El 0

Yes a 0.95 Datasoft game absolutely FREE when you
spend overi l0 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it conies to more than DO (excluding
postage) we'll enclose a copy of this Pacman type game
absolutely FREE if you ask for it.*

*NOTE the game is on disk only and we will not therefore include a
copy automatically unless your order contains disks

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

OUR PRICE E2.95

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR 1144NY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review in Issue 49. Paul Rixon found
this simple game to be quite addictive and at this
price can you afford not to become addicted! It's a
diffe rent type  o f  ga me ,  m ore  in  the  Te tris m o u ld  tha n
an arcade game. II sure makes you think and the
price  won 't  bre a k you if  you  don 't  ge t fu lly hooke d.

DISK ONLY R e c o m m e n d e d  price 19.95
SUPER S P E CI AL JUST E1.99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that has
you jumping over fire, running over breadmilis and
bombs, climbing ladders, sliding down poles and
more with some great graphics. Master all 22 screens
If you can and then create your own for neverending
fun. This is what platform games are all about.
DISK OR R e c o m m e n d e d  price
CASSETTE 1 7 , 9 5  cassette/19.95 disk
SUPER SPECIAL JUS T El -99

ZAXXON
One of the all lime classics for the Atari, Zaxxon set
new standards when first issued and was copied
many times, Pilot your craft across the unique 3
dimensional battlefield shooting enemy fuel tanks,
anti-aircraft tanks and missiles before launching oft
through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon. often copied,
never bettered and NEVER at this incredibly low
price !

DISK OR R e c o m m e n d e d  price
CASSETTE ' 1 7 , 9 5  cassetle19.95 disk
SUPER S P E CI AL JUST E2.99

ALL ITEMS -  O R D E R E D  WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO
T C E S S O R Y  SHOP. PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


